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This page shows you everything you need 
to know to be able to decipher our Special 
Art, Comba, and Strategy sections. 
Remember that all moves in the book are 
shown as if your character is facing right. 
For performing the Special Arts and 
Combas facing the opposite direction, sim- 
ply reverse the directions pressed. 

The buttans shawn throughout this bonk 
are shown exactly as they appear on your 
PlayStation controller(s). Each button cor- 
responds realistically to character mave- 
ment (i.e, if you press Left Punch, your 
character will punch with his/her left 
hand.) 

The way we describe how damage is dealt 
may be a bit confusing. In Arcade mode, 
the energy meter is comprised of 110 
paints. In Vs made, id default zot is 
140 paints. When yau use a move in 


TekkenP, and it connects with your oppo- 


nent, it will take off the specified amount | 


of damage we have shown in the Move 
Boxes. 

The Legend shows you all of the symbals 
used throughout this hook, and explains 
their usage. Make sure you look for these 
symbals, as moves will not wark if you 
don’t take them into consideration. 

Make certaïn you have this page memo- 
zed as it will greatly help gou in your 


learning experience. 


Right Punch ere) 


Ce) Left Punch EKO) 


Left Kick 


Right Kick G® 


High definition 
screen shots. (HDSS) 


The name of the move. If you can't block it, 
this icon will appear. 


Where it hits, H (High), Amount of damage |_ 
How to do the move. M (Mid) or L (Low) the move inflicts. 


— a press in the direction shown. 
— no direction pressed on the control pad. 
— you must be close to your opponent. 


— you must be behind your opponent. 


— the move depicted is unblockable. 


— shows the damage dealt by a combo. 


Ssching: Blocking is probably the mast essential element of Tekken 2 and 
must be mastered before you can expect to win consistently. Tekken 2 
ses have “Auto Blocking” built in, which means most high attacks will be 
Stocked for you. Auto blocking, however, does not block low attacks or 
Emmediate hits after a stun. The best way to become a goud blocker is to 
study the three main points of attack; high, middle, and low attacks. High 
and middle attacks are blocked while standing defensively (hold away fram 
spponent), and law attacks are blacked while crouching defensively (down 
+ amay from opponent). Pay particular attention as to where different. 
<haracters chain-attacks hit by practicing with a friend, or playing against 
the computer. Use the Practice Made to become more adept at blacking 
each character's individual 10-strings. With these 
tools under your belt, your 
appanents will be forced to | 
use strategy, instead of just 
doing moves, 

pn 
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Basting: ashing is a good way to get in dose ta your opponent — quickly. 
Guiekdy tap forward twice, when within approximately 4 character lengths, 
to execute the dash. Try blocking your opponent's attacks, then dash in for 
= guiek throw, uppercut, or combo. When your opponent gets used to you 
Sashing in for an attack, they will be apt ta hit you uut of a dash whenever 
« possible. Use this to your advantage. Stand abaut 4 
& « characters away, do a quick dash, then tap back. 
Yaur opponent will try ta counter with a hit, but 
he/she will miss since you moved out pf range, thus 
| giving you another opportunity to attack. 


Û 
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Running: Running is a qaad way ta get in dose ta your opponent when you 
are much toa far away to cause damage. Quickly tap forward twice, from 
Fasther than 4 character lengths away, to run. While running, you will have 
the option to simply stop running, or use a running attack. Experiment 
wien different button presses while rumning far different attacks: 
Individual special running attacks will be in each characters section, 


attacking Downed Opponents: There are now a wide variety of ways to 
attack a dawned opponent. This includes; the special paunce, hard 
geunce, ground slide, low kicks, and character specific ground attacks. 
Esery character in the game has a basic pounce. This is achieved by 
sëmply pressing up and right punch together, when your opponent is 
an the ground. Many times, if timed right, you can take off excessive 
amage, by using this attack after you have knocked an opponent 
Seun. Also, many characters have special ground attacks which are 

„ described in their individual sections. 

, 


Throus are, by far, the most effective type of attack in the game. They 
generally cause à good amount of damage, nith little effort. All characters 
ran perform basic throws by pressing either bath left buttons, or both 
right buttons simultaneously. Good uses for throus include; after an oppo- 
nent's missed attack, after a Regular Stun, and when your opponent is just 
standing still. Thaugh some throws are difficult to execute, they are often 
the mast damaging and are uncaunterable. The 

Multi-Part Link Throws are the 

mast difficult af all throwsto |} | 

accomplish and are alsn the 

most damaging. 


Multi-Part Link Throws: Multi-Part Link Throws are a series af 
throws chained together that result in excessive damage. Al Multi 
throws start with a special grab move. After the initial grab throw, 
you must perform a series of button presses at the correct time to 
complete the remaining throws. The timing for each characters 
Multi-part Throw will be discussed in each character’s individual pro- 
files. In general, the first step to doing a Multi-Part Throw is to 
memorize all the necessary button sequences. Next, you must be 
able to to press the correct buttons without fail, and with enough 
speed, so that the throws will link together. 


Counters: A counter is a specific move that offsets an intended 
attack. Any attack can be countered whether it be knucking an oppa- 
nent out of his moves or stopping a throw. Knowing how to black is 
great, but countering attacks usually means causing damage. With 
this in mind, it is best to counter all the attacks yau can — instead of 


}_Blacking. Countering moves takes a lot of practice and pin-point tim- 
\ ing, especially against 10-strings and unbiackables. Get this down to 


an art, so you can use your opponent’s momentum against them. 
The various ways to counter an opponent’s attack include; grabbing 
your appanent’s limbs as they attack (reversal), resulting in damage 
tn the attacker, stopping an opponent's’ attack — using an attack of 
your ann, Double-pver stuns, escaping throws and escaping multi- 
part throws. Same moves only work wien used as, or after, a 
counter. These will be described in the specific character profiles. 
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Stuns (Stuns and Double-overs): For standing appanents, a stun attack 
renders the opponent helpless for a short amount of time. There are 
twa tijpes af stum attacks; Regular and Double-over. A Regular Stun 
stuns onl standing, blocking opponents. A Dauble-over Stun stuns only 
attacking opponents. Regular Stuns are great for setting up unexpect- 
ed throus, while Double-pvers are great far setting up camhos. There 
are other sperial uses for these moves which will be described later, 
within individual character profiles. 


al 


Reversals: The mast popular form of move counter is ta grab your oppa- 
nent out of his/her attack. This often results in a good beating inflicted on 
the helpless attacker. The only characters capable of this act are Paul, 
Jun, Nina, Anna, and Wang. Simply press back, and the appropriate but- 
tons, at the moment your opponent attacks high or mid ta punish your 
opponent for their feeble display af “skill.” What your character does to 
the attacker depends an the character you are using, the limb used 
against you, or the special art used against you. | 
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Throw counters: Basic throws (4) or %) can be countered by 

pressing the same buttons your opponent pressed. Yau must 

press yaur buttons immediately after your character is grabhed 

ta escape a throw. Since most people throw with the right but- 

tons, use your right buttans to counter when you are un-sure. 

Special throws (i.e. Law: Dragon Knee) tan nat be cauntered once 
‚ you have been grabbed … so watch out! 


Mutti-part Tirow counters: Each Muiti-part thraw requires you to 
press a specific pair of buttons, if you want to escape (see our 
trustyj grid). Fortunately, the more parts there are to a throw, the 
mare chances you have to escape. Unfortunately, each different part 
af a throw requires a different pair of button presses to escape, This 
means yau must be able to recognize the throw your character 
caught in, and have the caunter committed to memory. Since there is 
a lat to remember, it is best ta just learn counters for the Muiti-Part 
Throws used against you often. 


Ta-Neutral and Full Crouch attacks: Normally, yau will attack 
While standing or while in a crauching position. Have your charac- 
ter stand and crauch. Notice that there are frames of animation 
between these positions. Tekken 2 allaws characters to perform 
special attacks nhile moving between these twa positions. These 
attacks are called To-Neutral and Full Crouch attacks. To-Neutral 
attacks are done bi simultaneously rising wille pressing a but- 
tan. Full Crouch attacks are dane by fully crouching dawn, then 
pressing a button. 
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Getting up off the ground: There are a wide variety of ways to get up 
off the ground. Note that‚when you are hit with a powerful attack; many 
times you can not get up off the ground immediately. The more you 
know, the harder it will be for your opponent to paund an you when you 
are daun. The most common is to simply stand up by pressing up. This 
ís a good way to get smacked. Better methods exist as follows: 
Defensively: The best defensive ground maneuver is the side roll. 
Simply tap the square button to roll to the side. Yau can also rall back 
ar forward by tapping forward or back on the controller. Use these 
methads to escape an opponent that is trying tu flip, or land on top of 
you with a puunce, 

Dffensively: Press the 

buttan ta get up with a kick to the opponents head. Roll towards or 
away fram your oppanent then press sj} € to leap at your opponents 
lower section. Press \€ » and your character will do a handspring 
that attacks low. Any of these attacks can be done out of the side roll. 
These methods are great against characters that walk up to you or run 
at you with an attack. Mix these methods up, so you do not become pre- 
dictable. Keep in mind that some characters do not have all of these 
attacks. See the individual character destrip- 

tions for specifics. 


r pe el 
TI-PART LINK-THROW ESCAPES 
Ultimate Tackle 


Ultimate 
Punches/Punishment 


Neck Cutter Arm Bar 


Arm Sprain-Standing 
Cross Lock 


As far as character ratings go, Jun is about average. She has 
decent speed, good juggle abilities and a few good damaging 
moves, yet she has limited attacks. Her limited attacks allow 
for predictability and, against a skilled player, Jun’s moves are 
fairly easy to counter. This does not mean that she can not 
be very confusing in the hands of a skilled Tekken & player. 
Her Infinite String attack is very frustrating and could make 
an average opponent weep. Jun does have excellent defensive 
abilities and can take many good players down if she is used 
with patience. Despite Jun’s low rating, most players do not 
know how to stop her attacks. Exploit this fact! 
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RTWHEEL KICK: 


ACK REVERSAL 


È SPINNINGIHEELDROPY(SMAUL), 


on EE IE 5 2 EE Le 
This ten hit is not Jun’s best but it is the easiest to learn. Add this ten hit to your arsenal of attacks and enjoy easy victories over novice to moderate players. 


Remember that the ten hit starts off with a rising attack. This means that just ducking down during a fight to use the ten hit probably means getting juggled, if 
not just a fist or foot in the face. Wait until you have just blocked a low attack before unleashing this ten hit chain attack. 


Although the ten hit shown above is great against 
novice to average players, you will need to know 
both of Jun's ten hits against above average play- 
ers. There is one problem spot for many players 
who attempt Jun’s second ten hit. For fun’s sec- 
ond ten hit, take note of the fifth and sixth hits. 
When you press é® for hit 5, you must pause a 
short moment to allow the sixth hit to come out. 
While the sixth hit is coming out, press the button 
for the seventh hit. The timing is a little tricky, 
but remember to pause and you should become 
fluent with Jun’s second ten hit in no time. Mix 
all these strings up for maximum confusion. 
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LUNGING UPRERCUT CARTWHEEL KICK J_ LOW KICK-BACKHAND PEN 
à it the opponent well 
fore they reach the 
ground. Start the sec- 
ond uppercut as soon 
as Jun reaches her 
normal stance. For 
| the Low Kick- 
Backhard, you need 
| to tap forward twice 
quickly — before 
pressing the buttons. 


is relatively easy 
with a little practice. 
Coupled with its 
high damage, it is 
most effective for 
winning matches 
fast. Exchange the 
Cancan Kicks for the 
Toe Kick often to 
fake out your oppo- 
nent. The mix will 
ensure damage. 


OE counter Comb | GROUGHINGIPUNCH CARTWHEELKICK 


UPPERCUT 


BTEPSRMIINN [ Another easy combo. The only trick is tim- 
TARTERSROUNDHOUSE ing the é so that the Roundhouse hits. 
dg 


ry starting the & as early as possible. You 
ill find that the last few hits go under the 
pponent. Now, try starting the & justa 
tiny bit later, until all the hits connect. If 
all your hits connect, but the Roundhouse 
misses, you are starting the $P too late. 
Get the timing down and you've got a reli- 
able combo. In any case, most of your hits 
| will connect, allowing you to tack on the 
combo anytime you forget what else you 
can do. 


en 


Jun. its wiee to play defensive. if gou plan to win against the 
E players. Since Jun has a reversal and speed, she can attack 
Kd and stil be ready to use the reversdl right away) A favorite 
tic of ours is to perform her combo starter. and immediately 
so no her reversal. The reason we do this is hecause, when the 
ambo starter finishes, a lot of players see this as an oppartuni- 
my io attack. Since you are dose to therm wien the combo starter 
Arislies, and tHetyj attack. it ís usual) high. Voilá. instant counter: 
Of course this doesn t alwaijs work. especially when you use this 
=S WOU Mair wat) to deal darnage. However. it is worth a try once 
very match or so. 


Another great, tricky, move is her Backflio Kick. It is wise to use 
it as an evasive maneuver. As your opponent advances. go Into 
the Backflip Kick. This will get You away om your opponent and 
entice them to lunge at jou to get them closer. As you perform 
the Backfijn Kick, press Your trusty ® and you will lunge forward 
at Your Unstispecting adversan). and pop them up int the air. IF 
YOU Have practiced geur juggle combos. You can lower Your oppo- 
nerts energy level to almost nothing. Another way to use the 
Lunging Uppercut is to just press sp B). It stil knocks gau the sane 
height, and yau can do all of the same juggle cormnbos. This is a 


One good attack move of Jun's is her Unblockable Spinning 
Roundhause. This move can come out of nowhere and lets ou 
Get in à GUick low mundhatse fora bit more darnage. It does, how- 
PVEN take a bit of time to wind up and can be countered with a 
crauching attack. Get your opponent used to blacking wien they 
see the wind-up, bj only using the shortened version. After you 
have popped ther a few times with the short one, they will begin 
tn get into a Blocking habit wien they see the wind-up — now is 
your chance to go for the full force Linblockable. When they block. 
they will receive a Phatty-Mc-Boot to the muggeti 


IF you want to try the offensive approach with 
Jun, the best way to start it is to quickly go into 
her Leg Sweeps M te . Once ya perform a Leg 
Sweep or two. quickly go into her Combo Starter. 
This is a fast little tactic that will chip awe) at Your 
opponents health. It is especially effective if you 
use it as Your opponent is attacking. This way 
they will be concentrating more on their attack 
rather than Your counter attack. The best move 
to use after the Lormbo Starter is the Raundhouse 
finisher. This is because your opponent will just be 
getting into their crouchirg black and now gou will 
be attacking high — instant darmage bringing You 
dlaser to victory. 
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A lat of players leem the Infinite String in the hope that opponents 
will be amazed and thus detenseless. Actually its possible to block 
low the whdle tirne and not get hit once! But, there are varia- 
tions to the combo that make simply Blacking low only effective 
for the true Infinite combo … so, ya need to gat out of it ASAP 
After the Shin kick, which either starts the combo or comes 
after the leg sweeps. there are 3 punches that all hit higtn. Duck 
during these punches and use your fastest crouching attack. The 
fastest attack for just about every character In Tekken 2 is the 
ErOLEhInG. Sor. This will stop Juns Infinite String and varia- 
tions in à hurt. 


Be aware that Jun can Forward Flip aut of the ground sweeps with 
a double hit attack. Yau need to watch for this. IF she goes for 
it, simply attack low with a punch as she flips. This will allow you 
to get a few juadle hits, with just the low punches, or use a low 
purnet1 into à rising attack for a better combo. If you have rever- 
Sals and Yau are qUIEK, Ya can sneak a reverse attack in. If You 
get a little confused and throw aut a crouch punch to juggle 
Jun, and find a shin kick in your face, just relax and attack low 
again — as soon as Your chiaracter recovers from the shin kick. 


A particularly frustrating Jun move to watch Out 
for is the), Gor $P, because it is almost impos- 
sible to see which kick is going to come aut. If it 
is the &, it must be blocked high. Ifit is the 6e, 
it must He blocked low. When in doubt. just block 
high. Why? If you get hit Hy the , no big deal. It 
only takes off a bit of health. If you get hit buy 
the &®, you are in line to receive a big darnage 
juggle canbo and will be near defeat. if Your opp 
nent knaws their juggles. IF ye block the $® te 
am immediately use à rising attack, tirow, ar oud 
ing punch ta pop Jun into the air and start à little 
juggle cormbo of Your avn. 


Jun players will often do sorne flips to try and 
get yau to run in afterwards with an attack. If gau 
fall for this plan, gou will probably find gourself get- 
ting juggle combat hy the uppercut that com- 
bos from the flip. If your opponent tries this on 
yeu, simply go for the crouching fast attack. Again, 
if you are lucky enough to have a character wha 
can can combo fast from a law counter attack, 
you've got it made. You may get hit with a sweep 
trying this counter attack, but simply block irmrme- 
diately and be ready to counter (as noted in the 
Hardgraptt about breaking the Infinite String.) 
Always a Jun favorite, jet he aware that people 
will want to use it often to juggle you. Fortunately, 
mast of your keep away tactics should knock 
aut this attack, since it does lunge first. But, keen 
on Your guard when You are at a distance from 
Jun. Ihe range is good, so many Jun players will 
rely an it wien they are at a distance from Gotur 
character and nail gat as Yau walk in. This move 
also goes under à lot of high attacks. so try to use 
quick, mid or law attacks when Wou are at a dis- 
tance. Yau can also go for the reverse, if your char 
acter has one. The last thing You can da to purnish 
a person who tries this ane too many times is the 
Simple throw … Hut be quick about itt 


En thefirst Tekken, Yoshimitsu was overlooked for some of the 
more powerful characters. Now, in Tekken2, the situation 
seems totally reversed. Yoshimitsu now has additional unblock- 
able moves added to his arsenal, as well as a great variety of 
10-string combos and air juggles. A new feature for Tekken 2, 
Yoshi also has the ability to regenerate his health. This may 
sound neat at first, but you must know that he also has moves 
that require him to sacrifice his health. The final addition to 
Yoshimitsu’s arsenal is his ability to disappear. A great move 
for offense as well as defense, he can surprise his opponents 
by re-appearing behind them. It’s no wonder he is our Srd rated. 
character. 
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Here is a very confusing 10-String of Yoshimitsu’s. It's best used when in very close since, after the first 4 hits, it starts to strike low. If you can get past the first 
4 hits, you almost have a lock on finishing it. Be careful though, as a wise Tekken 2 player will know to jump away before the 9th hit strikes. If your opponent 
jumps away, you will be left open for massive damage. This escape was found by Slikatel, one of the very best Tekken 2 players in the world. 


Yoshimitsu has 6 different Strings, and almost all 
of them are very useful. He has 3 10-Strings, 2 8- 
Strings, and 1 5-String. If you have them all 
—_memorized, you can use the 8-Strings often in 
battle. They are mainly used for Keep Out Tactics, 
but they can lead to juggle opportunities, if you 
use them correctly. When your opponent is in 
close, go for a Front Kick, then add in a Power 
Backhand. Once they connect, immediately start 
one of the 8-Strings or the 5-String. This will hit 
your opponent in the back of the head and take 
off decent damage. If your opponent knows to 
duck and punch after the backhand, just low kick. 


Bez 


Despite it's size, 
‘This combo is not 
as tough as it looks. 
Watch for three of 
the Stone fists to 
connect, then go 
directly into the 
Spinning Sweeps. 
You may need to 
step in before start- 
ing the Spinning 
Sweeps and Poison 
Wind to connect. 


SPINNINGISWEEBSSERONTJKICK 


To do this combo, 
you must hit with 
the Stone Fist as 
soon as possible, 
then go quickly into 
the two spinning 
Fist Strikes. The 
rest of the combo 
works as described 
above. The Sword 
Sweep to Poison 
Wind requires no 
lag time to combo. 


OSONENN The Launch Kick to Standing Suicide 
takes great timing. If you mess up, 
you only hurt yourself. This combo is 
best saved for when you are a round 
up on your opponent and you wanna 
“Kick it up a notch! … WHOO”. The 
alternative combo is almost as damag- 
ing but also requires excellent timing. 
After your launch kick, 

your opponent is about to hit the floor, 
tap the left punch button to turn, 
around and punch. The rest of the 
combo should be fairly simple. 
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Treat our experience with Yoshirnitsu, we have found it best to use him 
veil an offensive character. This means we have our greatest sticcess 
Bee we dant just sit back and ty to counter evenyjone of our opponents 
mees. Te best walj to maintain a good offense is to constanthy switch up 
ring Wpperuts (81 and fast jabs at your opponent. This tactic not only 
sees Gou opponent Hlacking, it also gives you a chance to think of what gou 
wet fo do next. Now that your opponent is blocking, toe best thing for you to 
E55 0 inflict some damage (Wou do want to win don't gou?). Once you've got 
ger opponent in the blacking cyde, its best to quickly execute & Stone Fist or 
wo, Hen quickly ge in to two Crouching Spin Kicks. As soon as you start the 
Eeuching Kicks, prepare to hit your opponent with a surprise PopUp Kick. 
Send, if gou ARENT pleging a good opponent. then gou will simply smack 
Sem around wit all of Yosiis Stnne Fists and Crouching Spin kicks. 


5 
Next, van want to try to lure Your opponents to walk in to your attacks. 
Yoshirnitsu has à great built in move for what we are trying to do here. IF you 
go in to Practice Mode and ty out the Zig-Zag. you will see what | mean. Frst 
of all. Yashimitsu delivers a powerful raundhouse kirk, then out of nowhere 
COMES a Second Side Kick! Mix up your kieks, bi first throwing some single kicks 
wittì ó®, then sume single kicks with $. Then, when you think you have a 
good idea of when gour oopenent will advance in at you, execute the Zig-Zag. 
Your goponent will (mere than 65% of the tine) walk right into that second Side 
Kiekd This is a great tactic because, even if the kicks are blocked, you are safe 


The next great feature that Yostirmitsu hes is his ability to regenerate health 
and teleport all in one. Et performing his sitting maneuver 9%. you euto- 
maticalltj begin gaining ant lost health. This. of course, is gonna make your 
opponent one mad person ‘cause, unless they are playing Yoshimitsu, they 
cant gain health back! Now … your opponent is looking at gou sitting down and 
geïning all your health back … what choice do they have but to attack you and 
stop the life gaïning process. When your opponent gets within about 2 charac- 
ters awel) fam yeu, You immediately press F or B on the D-pad and presto … 
yau teleport behind them This would be a good tre to attack your opponent, 
as they are facing tie dtlier wat. We have found that the opponent will usually 
tum around vert fast, so it's best to attack our opponent as fast as possible. 
You can accomplish this feet bj attacking with a puist kick ([DF+RKJ, or one of 
Yashis fameus Wppertuts 4% in to an an juggle 


Slightly good opponents will have their 10 hits down and 
think that ís all they need to win. They will often start 
them up whenever they can … even nhen the are far 
awel from goul So, jump ara) from them and use the 
gppertunitt) to use Yoshi's Spinning Death Sword. Your 
opponents 10 hit will lead them right into the blades if gou 
are fast enough. And if they hit the blades near the end of 
the spins, you can run up and begin your Crouching Sin 
Kicks & times) into your Straight Kick followed by the 
Poison Wind. Can you say Damage? Yau may also want 1D 
use your Spinning Deatt1 Swart on downed opponents. 
Simply run in, stand over them and start up the blades. 
Mast new oraponents will try and roll or attack, tus get- 
ting chopped up real nice. Again, follow up with your 
rouching spin kicks to Straight Kiek to Poison Wind to tack 
am the extra darnage. 


A word on fighting opponents with reversals or very good 
plauers. Use Yoshi's 10 hits very sparingly. A good player 
will either throw Lau out of mast of your ID hits or simply 
da a reversal. since most hits hit high and are very slow. If 
your opponent does not have reversals, switch up gour ID 
hits and you might not get thrown or countered otherwise. 
Also, be careful using the Helicopter Leap. A good oppo- 
nent will know to simply punch Yau out of the attack as 
OU are coming down, if they cant simply use a reversdl. 
Keep in mind that only the fernales with reversals can 
reverse Ysl is sword attacks. A good waly to Use the 
Helicopter Leap is to press down immediately so the 
attack Is swift. Use it on ogponents who are getting up off 
the ground, or when an opponent is starting up an attack 
the leaves ther imrmaobile for a short period of time after 
their attack, 


The worst thing about fiafting against Yoshimitst Is his dame Sword Slash. 
This pesktj move is fast AND unblockatle … sheesht The good news is that it 
only takes off 15 points of damage. The Sword Slash is often used out of 
nowhere. sn he vertj aware that it exists. Mamy times your opponent will be 
standing a character length or two away from you and pop aut the Slash really 
fast. The best thing to do in this sitvation is to jump back. It doesnt look pretty 
but it does get you aut of harms way if your reactions are fast enough. 
Another good way to get out of damage is strike first. Since the Slash: is verw 
fast, yau need to have our reaction time dow: to near nothing. IF WOU SEE or 
sense the Slash cori, guïcklij execute à Hop Kick or a Frant Kick. This will 
stap Yoshiirnitsu and keen Gou safe. 


The Knee Bash is often used in place of were the Sword Slash would be used, 
SITE it can lead to a quick combo. It also has & bit more range than the Slash, 
but 5 hlockable. The Knee Bash cornes out SUPER fast and really needs to be 
anticipated if it is goïng to be blocked. The Tekken 2 pros use this move when 
you least expect it. If you are diase to an opponent and Yoshirnitsu's Keep-Out 
Tactics are pushing you awat;, lak out for the Knee Bash. It wil be corning in a 
Second. If you play against someone wio leams tte power of the knee. make 
SUE YOU know He distance Yost irriitsu covers wien he does the Knee. Alen, if 
and wien you Sueressfultj block a Knee, immediately go into a juggle combo or 
a SPEcial row. This will slaw your gopanent's Knee Bash attempt down. 


The second worst attack that Yashimitsu! owns is his basic Uppercut. It covers 
mare distance than any other lekken @ character [well except Kunirnitsu). This 
tiny litte basic attack can tum à match araund faster than you can say ‘rriïc- 
coooollaaa'”. If you are fighting against Yoshimitsu, be VERY VERY VERY ancre of 
this particular attack. It starts juggle combes with lighting speed and mekes 
Yastúrmitsu lunge forward at the same tine. Your best bet to avoid this would 
be to reverse the Wppercut. Unfortunately not every character has a reversal. 
The next best thing to do is to Funt Kick gour ooponent or Upnercut ther with 
YOU Own DERP Again. we cant stress how important it is to know the signs 
of an an-caming Uppercut. Practice using Yoshiritsu, if just to leer how the 


Another Yashimitsu attack to watch out for is his Zig-Zag 
Kicks. This is a simple Roundhouse Kick followed bij a Side 
Kick. The problem is that it is veny deceiving. Make sure 
gou know what it looks like and be ready to block then 
throw after a missed attempt. Also, an attack that looks 
like the Zig-Zag is Yoshimitsu's 3 Roundhouse Kicks. The 
gaed ting about tis is the are super east to counter. 
Simply diek and throw. Another good thing about the 3 
Raundhouses is that they appear in mast of Yashimitsus 
IL-String Eambas. Look for the telltale sign of the first 
High Roundhause, then simply duck, throw, and win 


The last mejor thing you must be aware of is Yashimitsu's 
Spinning Low Kicks. Yoshirnitsu can go into these kicks 
fomn the Stone Fists, or without them. The bad neus is 
that, when you are knocked down, they can hit gou over 
amd over again and wrack up tons of damage. The best 
wat) to stop this is, af course, to not get knocked dvn. 
The second best wat is to stand directly up from a krnock- 
dori and black, croucting. es soon as Yau get Un. This will 
keen Gau safe. most of the time. Also he aware that a 
Fant Kiek can be chained into the Spinning Low Kicks. This 
Hont Kick is easily detectable, with a little practice, and 
shouldn't give you ant) problems. 


Nina is most often used aggressively, since she is one of the 
fastest characters in the Same, with a variety of attacks. Nina 
can sometimes end a match in just two sets of attack. Attacking 
with a juggle combo and finishing her opponents off with a 
punishing, limb-breaking link can spell defeat in just a few 
seconds. Her speedy attacks, when mixed with her awe- 
some juggling ability, multi-throws and reversals ‚make for 
an all around great character to play. Nina’s only shortcom- 
ing is her lack of high powered single moves, but she 

more than makes up for it with her juggling ability. 


EMBRACINGIELBOWSTRIKE —— 


BS 


ACHILLES TENDON LOCK 


ROLLING ACHILLES TENDON COCK 
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FALLING ELBOW ARM LOCK 


DOUBLE PALM KNEELING/KIGK DOWNWARD CHOP 
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“Take down as counter attack; allows all links from Achilles Tendon Lock. 


Of all Nina's 10-String Combos, this one is the most confusing to normal Tekken 2 players. Itis also her best. Having a jump attack and 3 low attacks in the 
middle of it, it can easily make an opponent block incorrectly and leave them open for hefty damage. Not only is this 10-String confusing, you can also chain 
moves onto the end of it for even more hits, making any of Nina's opponents sorry for even attempting to put up a fight. 


Nina has the most 10-String variations of anyone 
in the game: 6 in total, if you try all of them. The 
one pictured in the diagram above shows just 
how confusing they can be. Nina’s old 10-String 
is still in the game, of course, but it is definitely 
not as effective as her new variations. Also, 
Nina's new ending to her old 10-String makes for 
an easy swap, for people wanting to use a new 
10-String but not wanting to remember 10 new 
button presses. The great thing about Nina's new 
10-String is she boots her opponent WAY into the 
air, leaving them wide open for extra hits and 
massive damage. 


_ | ROLLING KIGK 


Tip: After the fourth hit of this combo, 
tap forward before the crouch punch. 
The best thing about this combo is that 
you can trick your opponent into get 
ting caught in it! Use your Sweep-Low 
Kick often, so your opponent gets used 
to blaeking low after the initial Low 
Kick. Now that your opponent blocks 
low, after the Low Kick, go into your 
Low Kick-Uppercut combo! Even 
when your opponent becomes used to 
this method, they are still forced to 
guess what is coming next. 


IF you have studied Nina's Special Arts at all, you will notice that | 
stie has a TON of them. The most important thing to know when 


ving Nina is wher/vhere/and how to use her Linking Basic Arts. These | 
can keen an opponent at hat) for the entire match while chipping 
wal at her opponents health. Her most effective combination link is 
He Low Kick to Spinning Chop. This quickly hits low and then high for 
_afttle bit of darnage, but it sets you yo to do almost ary other move. 
_ Sor example, execute a Low Kick/Spinning Chap. then immediately go 
nt an Embracing Elbow Strike. Ihis is extremely hard to do, but almost 
‚impossible for your opponent to black if yaw do it correctly. 


Another excellent tactic of Nina's is her super juggle combos. If 
SOU pop Your opponent into the air with Falling Ankle Kick-Back Kick [an 
wnblockable chain when used as a counter attack). gou can take off loads 
‚sf health from gour opponent and make it almost impossible for therm 
25 core back. Iny counter hitting with the Falling Ankle Kick-Back Kick. 
Sen 90 into a HOick forward Hop Kick, then tap left punch, then juggle 
Leur opponent even more with the Low Kick to Spinning Chop and fin- 
St off the devastatian with the Rolling Kick. This takes off 80+ points of 
SSmage and can almost assure a victony, or change the tide of a bat- 
EE in just à few seconds. 


gf all the characters. Nina has the greatest variety of chain attacks. 
Se of many great moves in her arsenal is her reversdl. Nina can reverse 
rest ANY ligt attack. including Yashimitsus Helicopter Slice. The only 
Senback is that the reversal is done with diagonal placed buttons. 
WE=ring yaw have to use either @éeor €. This is very minor though 
re s good Nina player wart even notice it. Most average Tekken 2 play- 
ss sttock high for the mast part. wiiich gives Nina and the other 
r5 with counters an advantage. When You see a slow high attack 

or you see someone winding up for a Super Unblockable, don't 


Next … remember to keep attacking with Nina. 
If you get your cormbination inks den, gou can awaijs 
be attacking while the opponent hes no ctance/onpor- 
Lurittj to attack for themselves. Mix up high attarks 
with low attacks and vary the wal) jou do it. This can 
almost assure Your win and your ooponents loss. 


The last thing any good Nina player must know 
is her Muiti-Fart Throws. Since Nina already had them 
in Tekken, she carne back in Tekken @ with even MORE] 
Although the Multi-Parts can be difficult to remember 
for the first tine Tekken 2 player, they are definitely 
worth the effort as they take off massive darmage. 
look great and are relativelty simple to execute. Of 
course … dont ALWAYS attempt Multi-Parts, but da 
50 wien you feel you have the opportunity and Gaur 
opponent ien't expecting it. 


The most common attack of Nina's to look out 
{or is her Falling Ankle Kick-Back Kick. Almost evert 
Nina player uses this move once or twice during 
bout, not onkyj to set up a juggle, but to also push 
their opponent back. The most effective way to shut 
down this attack is to Hop Kick Nina as soon as 
you see this move coming aut. This will take off a bit 
more darnage, since it is countering Nina's move, 
and set Yau up for a juggle camba. Yau can also 
reverse the second hit, ifyour character happens to 
have à reversdl and tou have blocked the first hit. 
Anather good way ta shut down this attack is to use 


The absolute WORST link of basic moves Nina has is her Low Kick- 
Spinning Chop attack. This attack starts with a low kick and irmrnedi- 
atelij chains into a backhand slap. The reason this attack is so deadly 
is, if your opponent is quick enough, they can add more links onto it 
and keen gou Blocking until they have a chance to throw you. To defend 
against this heinous attack, duck under the backhand that follows 
the low kiek. IF ya are successful. ommediately throw or go for a ris- 
ing attack. Just he careful to avoid being ppercutted in the meantime. 


Avoid rushing in at a good Nina player because 


The mast important thing to know for fighting against Nina is how 
to escape dll of her Multi-Part Link Throws. These can rack up major dam- 
age and spell disaster for Yau. Fa aren't competent in escaping tfie 
Links. The hest counter to use would be both right buttons. This is 
because it counters the easiest Link move your opponent can do. The 
send best counter to ty, when your ogponent tries to Link Throw OU. 
is both left buttons. Remember that you cannot get out of Nina's Link | 
Trows that start off with the Crab daw, so its best to stop them befvre 
they start Hy simply dueking then throwing, or uppercutting your oppo- 
nent before they get too close. 


you will be kicked in the face Hy a move duhhed “The 
Mieolella.* This is Ninas tap up and left kick move 


that is EXTREMELY fast and can knack you over in 
armillisecond. Also, there is almost no recoveny tire, 
So you must be fast to throw if gou successfully 
black a “Nieolella.* Hant get too hast and try to 
rush a good Nina player. It is best to remain on the 
defensive until you have an opportunity to strike. 


Another one of Nina's peskty tactics that you 
must be aware of is her ability to chain TONS of her 
basic attacks together. She can link low kicks into 
high kicks, side kicks into punches, sweeps into Uoper- 
cUS ard so on. The hest wai to defend against this 


The last thing we want tou to know is that a good Nina player can 
_juggle Yau into eternity. Study NinaS section and learn to differentiate 
her different types of Basic Art Links. The mati can be won or last right 
here. When you sense à move coming that might pop you up into | 
the ai, block it instead of trying to attack. Tris will, most likely, save you 


Is to always keep Nina out of range. Use Front Kicks 
and Side Kicks to push gour opponent back, then use 
a lunging move to stop her fram advancing again. 
IF you do happen to get caught in a Amy of linked 
basic attacks, he patient and concentrate on block- 
ing. Also watch for any sneaky 


from being pummeled into Submission. 


MARSHAL 


Law is one of the easiest characters to play as, but he can be 


extremely effective … if used correctly. With simple but dam- 
aging flip moves, even a new Tekken 2 player can cause some 
damage and win a few rounds. With practice, though, he can 
be very tricky to beat. Law has great speed and above average, 
damaging moves. The only problem is that his moves become pre- 
dictable after a short while and that can lead to defeat. Basically, 


Law is a bag-o-flips with a few more moves thrown in. 
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ORAEON SLASE 


This new 10-String Combo of Law's is extremely useful. Not only does it switch between high/low attacks, but it is extremely fast starting, and can wreak 
havoc upon an untrained Tekken 2 player. The #s 2, 6, and 9 hit all strike low and can render an opponents block in-effective, if they connect. Look to execute 
this 10-String when your opponent is charging at you or advancing with a slow lunging attack. Don’t use this too often, or your opponent will punish you! 


Since Law’s main Special Arts arsenal contains 
mostly Flips, it would only be right for all of his 10- 
Strings to as well. It would be wise to only do 9 hits 
of his different 10-String combos because, if the last 
hit (Flip) is blocked, you are left WIDE open for the 
punishment of your opponent’s choice. If you con- 
nect with the #$ hit of the 10-String pictured above, 
you are set for clear sailing, as your opponent can 
not block the remaining 2 hits. Very your 10-String 
attempts and make sure to not become too pre- 
dictable, as every player will soon learn this … when 
they block the final Flip Kick and punish you for 
your incompetence! 


ZON SLIDE This combo is excel- 
yr ent because of the 
ct that you can sur- 
prise your opponent 
with it, and it does 
huge damage. 
Practice using the ris- 
| ing Front Kick and 
the regular Front Kick 
to vary up the begin- 
ning. Use the starter 
to counter opponents 
high and mid attacks. 
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This combo is a bit more difficult to execute L ee wim DRAGONSUIDE 
because you dont often have an opportunity il 
to perform the Flip Kick when fighting against 
a good opponent. Knock your opponent to the 
ground with a regular uppercut, then get into 
the full crouch position. Once they get near 
you, immediately bust out with the Flip Kick, 
then quickly go back into the full crouch posi- 
tion. Once you get into the crouch, you must 
quickly perform the standing Front Kick-Flip 
Kick in order to continue the combo. Then, fin- 
ish with the slide. 
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When using Law. yau should know as mary attack combina- 
tons as possible. Law can Flip aut of alrnost ary of his attacks ard, 
if the first hit connects, most of tie second hits are n-blackatle. The 
best way to damage your opponent is to get him to block low, so you 
can fl him into the air for a big combo. Yau can accarnplist: this biy 
using a lot of low punches and Dragon Fangs. Also, his slide will 

‚make opponents wany of Blocking high. When you are dose to Your 
Î ggpanent, go for the couch and kick, or punch: to chin viT à little healt. 
Î Then. do it again, but this time immediately stand up and. Hip or link 
‚ ane of your crauching attacks into à Hip. 


Another good way ta maximize damage to your opponent would 


5e to push hirm away, then take him down with a Dragon Slide. IF 

Gou are dlose to Your opponent. pust him back with a Font Kick. then 

add in a Lunging Side Kick. Once you pusti him batk à bit. go for a 
Î Spinning Low Kick and, as soon as it connects, perform a Dragon Stide. 
Î {you da these moves Aid, Hey wil be Hard to recognize and even 
‚ sader to prepare for. IFand wien gou de connect with a Dragon Slide, 
\ mnediately get off Hie ground and hit your opponent with a Spinning 
‚ Low Kick. 


Since Law is a veny fast character, You can keep onponents awe 
tr his basic attacks — when your Special Arts aren't working to Wour 
| =Aarntage. Mix up a few Font Kicks witl1€> 5, and U 1e Three Backtand 
_ Embo. Mamy times, after the front kick, your opponent will walk drect- 

& into the punches. Anottier thing to do after the Front Kick is the 
Low Leg Kick-How Kick. Since your opponent will be blocking high to 
Sed against gou Hunt Kick, this will leave hirn open for the Low Kick. 
Semember that You can also flip directly after the front kick. so it 
weuld He wise to randomity ge into the Flip Kick fram the Front Kick. 


Laws most powerful fighting tactic is his juggle 
combos. Laws juoggle combos can take of massive 
damage with juist a small hit of effort. A good way 
Ea trick an oppanent into walking into a fip is to hit 
him with a quiek Front Kick. then go into your Double 
Flip Kicks. Once gyau knock him into the air. finish him 
ofT with & punch, then another Flip Kick. 


Mast Law players love to flip. This works great- 
ly ta your advantage. Eveny blocked Flip means 
a chance to throw or juggle. The juggle is the best 
choice, since Law can sometimes slip under your 
throw. Yau need to know wiien Law is going to 
Hip. Laak at the section on Law and study al! the 
moves he can flip out of. You will notice tat mast 
of therm are crouch moves. Any time Law (Tou - 
es and is in dlase, he probably intends to jab ar 
kiek, then Hip. Whether you block the jab or not. 
make sure Yau stand up to black the flip. Even 
iFhe just gives you another low kick or jab, that 
is rmuch better than a flip kick cormbo. Stay Up. 
because the Flip is probably goïng to follow. If it 
doesnt. just back up d bit. Then, lunge in with a 
fast attack Of WOUT OVT. 


Once you have gotten the Hips and Dragon Slide under control, 
watch aut for the Fists of Fury combo. This is a quick move that 
many players use to push their opponent back when needed. 
Yau can dick the Fists of Fury combo, but beware of the add-on. 
You must black the Backtiands hit. Yau can UsLally tell wi ien sorme- 
one is going to add on the backtiands, berause Laws body pasi- 
tion switches midway through the Fists of Fury combo. Yhur best 
bet, to take advantage of both of these attacks, is to either Use 
DR a ie shifting attack, or a counter. This way. you can stop the 

ge) punches before they start, or get around behind Law for a throw. 


Laws Dragon Fang is a fast takedown that you must be aware 
of at all times. It cornes out relatively qulick and can leave tou lit- 
tle time to prepare. The most prominent feature of this attack is 
that Law goes into a normal crauch, but it looks a bit leaned-back 
and He puts unie of his hands down an the ground. Wien gat see 
this. immediately ga into _ aroudh black. Once au block the attack, 


IFyau see a Law player remaining in a crouch 
for an unusual arnaunt of tine, more than likely 
they are getting ready to use the Dragon Slide. 
The best thing tu do in tis position is to crauch 
law until ya are Sure that ou are safe. Meaning: 
erouich until your opponent performs tie Dragon 
Slide or stands back up. If your opponent does 
Slide, the only thing you can really do is hop kick 
ar wait until gour character completely blacks the 
attack, and then hit hirm with a low kick. 
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gou are almost always likely to get out of tem 
via te. This is because Laws Link Moves are 
relatively easty to perform and the most dam- 
aging of his throws. When you see yourself get- 
ting thrown, immediately press $%. 
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Jhe last tricky move you should he aware of ie Laws Hop Kick- 
Hip Kick. The tell-tale sign of this attack comes when YOU See Law 
jump into the air with a little side kick. Nonnally this move lernt used, 
since it links into a Fip Kick. IF you see the hop kick come out, imme- 
diately block hit. 
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One of the most frustrating opponents in the game, Heihachi 
is contender for “Punk of the Year.” There is nothing worse 
than to be winning a match, by over half energy, and have 
Heihachi do one simple combo, and bring you to defeat. Heihachi 
is an easy character to use for juggle combos, fast damage, and. 
speed. He is also a tough character to master. If you want to 
spend the least amount of time playing Tekken 8, and still be 
a contender in matches, Heihachi is your character. However, 
if you happen to come across someone who knows what Heihachi 
can do, you better play smart. Definitely a good all-around char- 
acter, Heihachi can destroy energy bars in less than seconds … 
h! 
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DEATHHIST 


nst. The first four hits are excellent for pushing your opponent away and can also be snuck into certain juggie combos. Try using theDemon Godfist, then 
smmediately go into the first four hits of this 10-String. Be careful of continuing, it past the first four hits, as it is easy to get reversed and countered. 


Cl 
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Heihachi has relatively easy 10-Strings. They also 
deliver a decent amount of damage. The only 
drawback is that they are easy to defend against. 
Your best bet is to use the first 4 hits of each 10- 
String as Keep Out Tactics, and also to add hits 
for juggle combos. If you want to finish the 10- 
Strings, in actual combat, and be safe from reper- 
cussions, start the 10-Strings about 3-4 character 
lengths away. This way, your opponent will have 
to block or attempt to counter with a Hop Kick or 
reversal. Once you get them into this pattern, sim- 
ply stop after the first 5-6 hits … and throw them. 


DEMON GODFIST 

‚One of Heihachi’s most 
& powerful eombos; this 
can be difficult to exe- 
cute. The most impor- 
tant thing is getting the 
1-2 Punches off imme- 
diately, after you con- 
nect with the Demon 
Godfist. Then, perform 
another Demon 
Godfist and finish off 
with a Crushing Kick. 


Here is an easier 
combo to do. Use the 
Wind Godfist to pop 
your opponent up 
after a missed attack. 
Then, finish them off 
with the simple 
Uppercut to Double 
Uppercut chain … 
quick damage with a 
relatively easy combo. 
Practice this one for 
easy victories. 


This combo is another 
ne of Heihachi’s 

&most difficult, at least 

Ì for the average play- 
er. When you connect 
with the Double 
Uppercuts, you have 
to wait for a split sec- 
ond - until you 

B attempt the Standing 
Punch. 4 that, the 
Devil Fists are a cinch 
to pull off. 


B The Thunder 


zodfist/Hard Pounce 
is almost ridiculous, 
‘because of it's ease 
and damage. If you 
sense a high attack 
coming from your 
opponent, quickly 
execute the Thunder 
Godfist, then Hard. 
Pounce on him … 
quick, easy, damaging 
… game over. 


The three key steps to defeating anyboty with Heihachi- 


#1 Jugglel 
#2 Blorkd 
#3 Juggle sore morel 


Using these tactics, you will be able to get medieval on Anj- 
ONES buttockS. Truthfi ly, Heihachi has devastating juggle 
FAmMboS. If You practice our juggle combos, and know when 
to strike, gon WILL win a lot. The main two combo starters 
are the Hernan Godfit and the Wind Gudifist. The first is defi 
nitelty the fastest of the twa, and should be used whenever 
possible. Wien you see a high attack attermpt corning, 
quickly bust out with the Wind Godfist and send YOU OHDG- 
nent to the ropes. If you have a hit more tire to execute a 
Combo Starter. dont be afraid to uee the Dernon Godfist. 
Either of these combo starters cause considerable darmage 
themselves, let alone with extra hits chained on. Witt 
Heihachiì, simple 4-5 hit combos can take off over 40 pain 
Af darnage. Ens 


Besides the Wppercuts, Heihachi also can attack law with 
lightning fest Speed — Ay wat) of his Hell Sweenps. 


Using some easy Keep Out Tactics to keen the Onponent at 
bay, then Uppertutting when you have the opportunity, will 
get the average player bij. The only problern is that Heihachi 
can become predictable in the hands of an average player. 
Keep mixing Your attacks wp. Another great wai to inflict 
SOTIE darnage is to use the first few hits af Heihachis 10- 
String that starts with the side kick. This one will keen an 
opponent blacking for a bit and possibly confuse him into 
TEcEVing damage. OR it will all connect and make gaur oppo- 
Tent SD mad that he will want to take Tekken 2 back to the 
software store — hee .heehee 


awaty from them at all costs. 


Regular Punch Attacks: Everyone has their fast punch combo's. but 
Heihachis are among the mast darmaging! Usually. if gou happen to duck 

| under such attacks, you could use an east) ducking left punch to knock 
yaur opponent back. If you try this an Heihachi. Yau better do it with 

\ immense speed! The third hit of Heihachi's left punch, left punch, right 
|_purelr, wil rail an attacking opponent. It is, therefore, best to just wait aut 
the attack, then immediately do a rising attack or press Your throw but- 
tons. If you block high with success, go for your fast attacks or throw. He 

| aware that one Hlocked Punch Attack from Heihachi usually means another 
ta Tolow, or a juggle attempt. It is good to go for Your low attacks to get 

|} Heiacti out of his Attack, and get Hir on the defense. 


As in Tekken |, Heihachi is stúl the master af juggles. Due to the excessive 
darmage that can be achieved with Heihachis juggles, ane or two juggles 
should end the match. Dpect than at all tires. This means à lot of high 
hloeking followed by throws and fast attacks, This definitely doesnt rule 
out blocking low. Heihachis Hell Sweeps also produce a 4 Mt juggle for big 


darmage! 


The main thing to remember when fighting against Helhacht ís chat you must cause ver) high dearnage dt every possible ooportunit. This is 
because Wou are never too far off form receiving a high: darnaging juugle attack yourself. Be wany of Heihachi's juggle combo starters and stay 


The Gadfist is OFTEN used wien Heitiachi is just out of nommal attack range. 
Due to the lunge, Heihachi should get right up in your face before his attack 
is umleashed. This gives you plenty of time to use your best defense, 
counter combo. Make sure that your counter combo starts low or mid, 
since Heihachi dicks down a little for his Lunge Wppercut. Also. he sure to 
Use tour fastest coUNter. 


Ë 
| Heihachi's Double Wppercut produces two fast uopercuts and is to be used 
| in close combat. Mamy times, one ppercut will be thrown out to get you to 
| rum in for an attack of. your own. When you run in, the Uppercuts knock Gou 
| pio into the air. and can lead to big juggle dernage. 
! 
| 
| 


Haihachi ours a devastating low attack. also — the Hell 
Sweens. This attack starts low. then juggles WOU Up and CUm- 
tinues ta mesh gaufor ya to 4 hits. This move is often start- 
ed out of normal attack range. Mast of the time. your quick 
attacks will knock Helhachi right aut of his fun, If he mes to 
start his Spinning Demon from clase range. Since the attack 
usually starts out of range, the first Low Spin Kick should miss 
ou. giving you plenty of time to start blocking ar to go for a 
counter attack. We recommend Dlocking over the counter 
attack, because your timing must be amazing (Hit Heihachi as 
his leg is facing away from you for a split second] and often 
leads to Sure hits for Heihachi. But, to block Successfully, You 
rust krow that Heihachi can go inte twa high kicks at ant 
time. during or after his 3 sweeps. Most players do three 
sweens and then the high kicks. Keep a close eye on 
Heihchis legs, and gou should bock vel. As usual. go for the 
fast attack or throw after 

all the hlocking is dane. 


With the Siice Kicks. Heitacti leens forward to either do a slde 
attack. or a kick to the stermech. Another distance move: this 
attack is usual used on downed opperents as trey ty to get 
up. It is hard to tell wether the attack is gong to hit high or low: If 
vou are on te ground, press left pur to roll aweny IFyou are 
standing, you can often nail Heichachi with & counter combo, 
uppercut. or jump kick juodle (if your player has a jump kick juodie) 
before his foot comes aut. But, IF you have vouble doing a 
counter attack. just tap up and land with a law kick [D4LK). IF geur 
tap Up was IG enough, your law kick counter should hit Heinachi 
before hels able to black. 


em 


wi! 


Tha Thunder Godfist crouches under high attacks and corm- 
bos, with a Hard Pounce for extreme damage. Wen 
Heitachi platjers see you using all high attacks to keep 
them away, you can expect to get smacked with the big 
Lpperut. lust vary our fest attacks, so Lat they hit the 


In the first Tekken, Paul was a frequently chosen character 
=- because of his lightning fast speed and good repertoire of 
moves. In Tekken 2, Paul is even better than before. Paul is 
one of the select feur characters who was given a counter move. 
He has also gained a multi-part throw, which is sure to finish 
any opponent-off quickly. Paul also has an excellent new 10- 
string, which is confusing to block against. Also great about 
Paul, is his low-hit /high damage juggle-combos. With just a 
few hits, Paul can take down an opponent’ health to virtually 
nothing. Used correctly by a skilled Tekken 2 player, Paul is 
virtually undefeatable. 
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The best 10 String Combo of Paul's, this one can really confuse 
high, your opponent will usually assume they are safe, 
opponent, the rest of the 10 String is Unblockable, Use this particular 10 


your opponent and make them block incorrectly. Since hit #’s 5 and 9 hit low and the rest hit 
until the Low Leg Sweep pops out and ruins their block. Also, once hit #8 actually connects with your 
String sparingly, if you want it to surprise your opponent when they least expect it! 


With Paul established as our top-ranked character 
in the game, it would seem that he would have an 
exceptional number of 10-String combos or super 
high damaging ones, at least. This is not the case. 


4 


In fact, the only place that Paul is lacking is in the 
10-String area. He basically only has two 10-Strings 
and one 5 string that can all be blocked, with a bit 
of practice. The good thing is that they are very fast 


and can surprise opponents, if you use them ran- 


domly and only when you need them. Try not to 
simply use the 10-Strings to attack. When you have 
your opponent down to a tiny bit of energy left, 
explode out with a 10-String to finish him off! 


HOPKICK 


With this combo starting off with a Hop Kick, 


ELBOW 
> 


it is imperative you learn at least THIS one. 
Paul can counter almost any attack, with his 
simple Hop Kick, and that always leads to 
ANS big damage opportunities for you. The best 
times to use this style combo would be after a 
missed slow recovery move, or as your oppo- 
nent is lunging toward you. If you use this 
move as your opponent is attacking, it will 
score for even more damage — as the first hit 
emma vil count for an actual counter strike. Study 
each character — that way you will learn, at 
the very least, the most-used slow recovery 
moves for every character. 


15 


The second of Paul's Hop Kick combos; this 
one is a bit trickier to execute. After you get the 
Hop Kick off, you have to make sure you are 
in a full erouch, before you press the LP, or you 
will bust-out with a Hammer Punch. Although 
this combo takes a bit more practice, it defi 
nitely is a crowd pleaser. With explosive force, 
it can sometimes make an opponent think 
twice before failing to block again. Either of the 
two different finishers are great, and both do 
about the same amount of damage. Since these 
combos also start with the Hop Kick, you will 
want to learn them and make them a perma- 
nent part of your arsenal. 


One of Paul's most powerful combos; the 
Stone Breaker to Low Leg Sweep-Elbow is 
very useful for ridding your opponent of his 
health. With only four hits, this combo deliv- 
ers more than 80 points of damage. Another 
great feature, of this combo, is that it starts off 
with an already confusing move … the Stone 
Breaker. The best time to utilize this combo 
is when your opponent is attacking high. 
This way, you will sneak underneath his 
attack and take him to the floor. Set yourself 
up to pop this combo out by crouching first, 
and throwing some punches or low kicks 
out. Then, just go in to the combo. 
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Just a fun little combo; 
this one doesn't do all 
that much damage and 
teally doesn't have that 
much range. It is only 
useful when you are 
very close to your oppo- 
nent, and are mixing up 


walk into the uppercut, 
and then you can finish 


him right off! 
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The ûrst thing you must know, in order to be successful with Paul. is the fact that 
he has some of the quickest moves in the game. One of the festest and most surpris- 
ing is his Deatti Fist. This move is great for pounding opponents wia missed their el 
attack or that are trying tu get up off the ground, offensively. IF you can manage to % 

| 


get more than 2-2 characters away fram tour opponent, quiekky dash back and forth 
with small steps. This will entice your opponent to attack and you can then smash 
therm with a Death Fist. Equally fast is the Falling Leaf combo. Use this move when Yau 
know Geur oggonent will attempt to hit high. or if he is just standing waiting for ya to do 
something. Both of these moves are excellent cornbo-finishers. They also ran keen oppe 
nents rom getting up, if gau time them to hit as your opponent is rolling to stand up. 


Pauls 2 punches are among the fastest in the game and are extremely use- 
ful for keeping opponents awatj — as well as chipping awaty at their health. Use these 
punches for close range fighting. and add in some push kicks when you are just 
aut of LE punch range. Wien Your opponent tries to attack, he will get a fist or 
foot in the face. If your opponent hes reversdls, use this tactic sparing because. 
eventually, Your oogonent will catch an and devise counter tactics. IFyouronpo- 
nent has reversals, rust in and throw your opponent. after you have used a 
quick LE punch. Frequently. he will be caught sttempting à reversal and gou 
will GEt ant Basty throw. To try and trick your onponent. acid à lett kick immrme- 
diately after a quick L@ punch. This is really the starter to both of Pauls I0- 
Strings, but it is extremely effective for keeping your opponent awe and setting 
you up for a Harmer Punch ar Harnmer Funch- 

Low Leg Sweep Cormbo. 


Paul's jumping right kick is a very effective counter and should be used often. 
Since it is à combo starter. Whien Yau black an opponents attack. that leaves him ven- 
erable for a short period of time. it ís your chance to perfonn your jump kick cormbos. 
Since such attacks from your opponent are usually vertj darnaging, this will cut down 
An Your OpponentS use of darnaging attacks. This attack can also be used in place of 
U rOWs. Since gaur opponent may get used to the times wien you will throw, he will often 
trij LO duck Your throw. As they try to dick, out comes Paul's jump kick and here 
comes the darnage! 


Paul is one tough opponent. He has great fast attacks, darnaging chain 
attacks, great juggle darnage, AND reversals! Most of Paul's attacks hit high, 
but the Small Sween Cormbo will keep you guessing on where to block. 


Paul can easily Juggle for lots of quick darnage. While his general npercut is not 
very good. hijs Jump Kick, Double Jump Kicks. and Hop Kick can all pop vou up — 
resulting in an ogponent s combo. Lok for Paul to ty and get these juggle starters 
aften. This means keeping a high guard often, buit watch out for that Low Leg 


Swee Corn. nn 


Faul has excellent Keep Out moves. He has the first four hits of his I0-String 
Combo 10 mix with his regular One-Two Punches. Toss in the Front Kick and the Low 
Leg Sweep Combo. and you are in trouble. Trying ta fight back with your own 
Keep Out tactics could very well mean getting reversed. Now, you REALLY have 
LO ITIX Up Wotir highs and lows to keep from getting tossed … and start the 
round off wit more lows than Highs — evade the reversall Another good tactic,for 
later in the round. is to throw a high attack or two, then throw Paul when LDL! 

zj SCE him go for the reversal! 


When Paul gets ín a crouch, gaur opponent is probably going to go for one of 
tw combUs. Ether it wil be two fast mid-section attacks. or the Stone Breaker. 
Batt: chains can be very dernading, but the Stone Breaker is the worst) The last hit 
of the latter will send you reeling in to the air and then Wou ars open for the pun- 
Jstiment of your opponents choice. This can do between S2 and BE points of 
damage, depending on wiether or not the first hit got you. and iFit was ina counter 
situation. The trick ta blacking this attack is the same as the Hammer Punch 
Chain and variation. Both attacks start with a fast mid-attack. then a Deatti Fist 
should gquileklty follow. IF there is à sliaht pause. yeu know gou need to block low to 
avoid the Stone Breaker and ant subsentent embarassment. As Usyal. SUCCESS- 
fUl blacking can mean a chance for an easy throw, juggle cornbo. or a fast dam 
AGN attack. 


Pauls Ultimate Tackle link may do 61 pts of darnage, but you can definitely 
avoid tie attack. Always be ready to tap the rights and YOU are all set. As soon 
as Paul grabs Yaur mid-section, you have until the camera angle changes to hust 
DEI … Just smash the rights! You do have to be fast. but a little practice and your 

je = as nod as safe. 


One particularly devastating attack to look Bel 
fDr is the Harmer Punch, that either goes into the 
Death Fist or the Low-Leg Sweep/Death Fist. Both 
COME OUT Pretty quick, but the sweep combo comes 
out a Itte slower. Go, block high after the Smashing 
fSt, unless Yau notice a slight pause. The slight pause 
[TIENS YOU OERONENt opted to use the Low Leg ver- 
sion. Even wii practice. this can stil bea tough attack 
to block! Be aware tar the Low Leg-Heath Fist Cornbo 
does not need to start with the Hammer Punch. This 
shart version of tie cormbao will often be sed to DLN- 
js YA for tying to block Paul's arsenal of high attacks 

- and boy does it corrie out fast! IF your timing is 
excellent Yau can press left kick after the initial ham- 
mer punch to stap the chains, Hut its best to hack. 


Fu are also playing as Paul. you have  chanres 
to get gutt Wijle Paul starts paundcing an your face, 
Rapidlty mast batt; punches and LoL will reverse the 
Ultimate Choke attack 


Of all the characters in Tekken 2, Jack is one of the two main 
bruisers. His basic attacks do a LOT of damage but have poor 
recovery time. Basically, a good Jack player can pound an oppo- 
nent into the ground with sheer brute strength when play- 
ing offensively or defensively. Look for Jack-8 to utilize low 
hit/high damaging combo’s that can decide the outcome of 
battles in just a matter of seconds. Jack-2 is one of the most 
amusing characters to play, because of his unorthodox fight- 
ing style. If you aren’t a big Jack-8 fan, it’s wise to play him 
Just to learn what he is capable of. Also it’s good for a change 
of pace, since he is unlike anyone else -- spare P-Jack. 
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can easily knock you back. This can also sometimes lead to juggle combos — so watch out. 


Here is a very effective 10-String, if you can safely get past the first 3 hits. The drawback of it is that, if 


Jack-2’s 10-String combo's are lacking in the 
area of originality and usage. Mainly, the #2 10- 
String is used for keeping opponents at bay. 
The #1 10-String is basically the same combo, 
but with a different beginning and ending. 
Both are very easy to block and shouldn't be 
used too often. For the surprise factor, you can 


attempt the #1 10-String from a distance of 
about 2-3 characters away. This will keep your 
opponent away long enough, so they don’t 


POWER SCISSORS 


EE mnl 


have an opportunity to juggle you. 


very easy to catch Be 
Sour opponent with. 
\Use it during your 
Keep Out Tactics. 
Once you connect 
with it, wait for Jack 
to pull his arm all the 
way back, then hit RP. 
Once that connects, 
mash your opponent 
with the deadly 
Power Scissors. 


re excellent counter 


combos. When you see 


your opponent com- 


ng for the attack high, 


quickly go for the 
Bravo Knuckle. Once 
you get your oppo- 
nent in the air, it's 
smooth sailing — as 
the remaining hits are 
very easy to execute. 


our opponent sees you attempting thís 10-String, they 


The Violent Upper OET KENNEN 
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When fighting as Jack-e, remember the one advantage he has 
Over everyone else, he is all power. Now. rernemher his main dis- 
advantage. He recovers fram his moves very slowly. In order to 
become pmfidient with Jacke, you must develop a defensie style 
Straten) and make our opponent came to yad. When your oopo- 
rent begins to attack, get ready to defend, then counter. If 
your opponent attacks high, and Yau arotich underneath the attack. 
immediately go for the Hell Press, then Herd Pounce on them. This 
takes off HUGE darnage and Is very east to exerute. When you 
Attert Lis Move, YOU must make sure You are right up next to 
LOU Oppanent, or else Gau will bounce right off of ther. 


Jack-2 has great Keep Out Tactics. When gaur 
opponent is close, vart) Your attacks with quick 
aouching sand ®%5. These cone out very quick 
and can cancel the majority of your opponents 
moves, if You execute them fast enough. Once 
the crouching punches connect. switch up between 
either & crouching ® or a Violent Lippercut. The 
Violent Uppercut will knock your opponent into the 
air and gau will then have a good juggle opportu- 
nit. Since the Violent Lppercut has great recov- 
ern Ame, you can Use thís tactic more often, as 
it is very hard to get dose — especially when gou 
gractiee your Keen Out Tactics. 


As for the surprise factor. Jack-2 has a great long range move 
called the Megaton Sweep. This move covers à lot of distance and 
opponents often tink they are fust aut of range. IF you are about 
34 character lengths away) form your opponent. go right into the 


‘ Megaton Sweep. Then. once it connects, lunge in and perform 


amather one. The main problemn with this move is that, iFit is blocked, 
Gau are highly susceptible to juggle attacks and throws. A good 
walyj to get into position ís Hy using the Double Harmer, Double 
Uppercut. 


The Brava Kruckle is à high darnaging move that cornbos nicely 
with Jack-2's Hard Pounce. Whenever your opponent is unleash: 
ing an excessive ammount of high attacks. that start out of attack 
Tange, it is your cue 0 unleash the Brava Knurkle. Jack-P will pass 
safely under Your opponents attacks and rise Up with extrene 
Dre. Tacking on the extra hit is the icing on the cake. The dam- 
Ge YOU cause will allow you to easily finish out the round with 
SOE simple Push Kicks. diicking punches. and/or Scissor attacks. 


As for throws, its best to use Jack-P's special 
thraws — wien Inu have à throw opportunity. 
Instead of the regular Gorilla Press throw, go for 
the eastyj-to-execute Piledriver or Pyrarnid Driver. 
hese cannot be countered, after you have grabbed 
Your opponent. Look for throw opportunities after 
slow recovertj moves, and also fur the surprise 
factor. Mary tires, yott can lunge night into a 
Uncontested 


Jack has verij fast ® jabs. both crouching and standing. Also. 
he has good range on his rising €> uppercut. Your opponent will 
use the jabs to keep Your attacks out and the & uppercut can 
lead to cambas that take away over 4 health. This makes an 
experienced Jack-e player a tough opponent. Fortunately, Jack | 
25 recovery tire fram his attacks is not so good. This allows 
yau to mdke a fast attack, wiien he completely) misses you with | 
the jas or Wppercut. This often happens. since inexperienced plat 
ers throw power-moves out like we throw out used Frampton 
records. So, move towards and away to entice your opponent into 
attermpting a power move. Then, use your favorite. Jude 0 ar throw 
to make them paly. 


Jack-2 can end matches in seconds. if you get caught wp in his 
Pile Hriver. And that is just one of his many devastating throws! 
Stay at least a characters distance from Jacke, as much as DOs- 
sible. This will entice Jacke to lunge in for the throw. Step back 
so that his throw misses. Now you throw Jack-2 while he is stuck 
in his throw animation! 


The Megaton Sweep is another power move to watch aut for. This | 
[MOVE Ís vert darnaging. and a good Jack-@ player will often rum 
In to release another for a second hit and good darnage. If the first | 
one knocks Yau to the ground. It is tricky to watch for, if the Jack- 
2 player does a lot of ducking to rising attacks. Yau need to watch 
for his body to twist as he ducks, telling you that he is goïng for | 
this powerful low attack. This is another move that is often used 
at long range. thus making it fairly easy to block. Just be aware 
that it has excellent range … many players get smasted by it. 
thinking that they are just out of range. Believe us, yo arent. | 
The goed thing is, if and when you black it, you will be able to tirow 
or juggle Jacke for sorne decent darnage. depending on Your cha- 
sen character. 


| 
| 
| 
| 
| 
| 
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A good Jack-? player will se the Bravo Knuckle 
when you are stuck doing a move that hits higt 
or a chain that hits high. Mamy times, Jack-e 
can simply go under high hitting moves with this 
attack, and cause major darnage. Easy fix. ont 
use high hitting combo's, unless they are going to 
hit Jack-P and force hirm to block, or be be hit. IF 
Yau do start Waur moves at a distance, make Sure 
the attack hits at least the mid-section Huy the 
second hit, so Jack-e will be knocked out if he tries 
the Brava Knuckle. 


The most used Jacke attack is tie Power Scissors 
Cambo. This attack is extremely fast, for the first 
part, and can hit you high or low for the second 
part. Most Jack-2 plagjers will use this move when 
they are out of namnal attack range. Whien an GED0- 
nent stops after the first stissor. go for the throw. 
If your opponent tacks on the second hit. you will 
be able to see if it is going high or low. Again, black 
ter with the throw. 


With King having the most impressive arsenal of throwsin the 


game, it's no wonder he is the 4th rated character. The only 
thing he is lacking is a decent uppercut, but he has other attacks 
that make up for it. Fast and powerful, King also has an impres- 
sive collection of juggle combos. King is mainly played as an 
aggressive player, always on the attack. Definitely a Tekken 3 
superpower, a well trained King player is deadly and virtual- 
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Leam this ten hit first. When people aren't too familiar with King, the jump kick (hit 6) throws them off gu: 
since he will see King kicking low, but the 9th hit should really fool your opponent! King stands up, 
hit must be blocked low! Once this hit connects, the throw is impossible to block. The ending thro 


ard. Your opponent will, most likely, block the 8th hit, 
making your opponent want to stand up and block, but the 
w is intimidating and should insure you an easy victory. 


The first four hits of all these ten hit chains are 
excellent in normal fighting. Not only do they 
help keep an opponent out, but they cause big 
damage. Use the first four hits to tenderize the 
opponent. Next, use the low jab-uppercut to fake 
a change in play strategy. Then, go into one of 
King’s full ten hits. Even if your opponent blocks 
a lot of the hits, your opponent will probably lose 
the match. If your opponent is still alive, go for 
the Ali Kick-Middle Smash. He will probably not 
be expecting the leg attack by now. Final Note: 
avoid King’s old ten hit as it is too well known. 
Only throw it in after using the others extensively. 


As far os juggle combos go, King cannot start them in the usual 
Eeeercut fashion. Instead. you must either use a Smash Wppercut as 
OOporent is attarcking ar erouch and use the Dynamite Uppercut 

Ter tE Crotch. Yau can also get an opponent into the air by using 
Sers Desie Hup Kick. Our particular preference is the Hop Kick methud. 
Bern ÍN LOSE to an oopornent. throw a couple of high punches, then 
ediately jump forward with a Hop Kick. Your opponent will, mast like- 
Ee walk right into the Hop Kick. giving you a chance to heavily) damage 
Sem with a good juggle. Once your opponent is in the air. perform 
O0 giek sets of 1-e punches then go into an Al Kick. This is juist a basic 
sample of a King juggle combo and many more can be pertormed. 
Sactice with the juggle starters and be ready to use them in battle. 


E 


To keep gaur opponent away) while setting Your 
self up for a surprise throw, use the Low Jab-Lppercut 
method for sore fast punches. Then, tirow in a Hont 
Kick and add in either a Comvict Kick or a Hop Kick 
after the Front Kick. When done correctly, the Mix- 
Up Punches, combined with random Hop Kicks and 
Front Kicks, can frustrate an opponent into doing 
Something Stupid. You car also stun à blockirnmg gHpo- 
nent with his Eloow (ODF+LP] and then ge into Yar 
Mix Lp Punches. Your opponent can BIoek Wie Bunt 
es, hut thats about all he can do, IF you want to take 
Off serials damage. go fr the Linblackable Elbow. as 
soon as te Elbow connects. The only walt) Jour OPP0- 
nent can safely get aut of this is to craucih down. 

IF they do erouch down. start Using Zee kicks to 
get an Pasl) en 


As for linking throws, this is where King separates himself from 
she majority of the pack. King can link-throw an opponent into defeat. 
once you have the button presses memorized. Practice the huge 
Romero Special and the 5-String throw cormbo an the computer. 
until Yau are sure you can do it in the heat of battle. Remember to 
vary WP Gaur Links, so your opponent doesn't catch on and start to 
counter You. Another great thing about King is he can Link Throw 
aff of simple attacks. The Jaguar Driver and Stum Punch Links are very 
easy to start and just as easy to finish. Whien you have a tirow oppor 
unity, go for Hie Jaguar Driver instead of the regular Suplex ar Cacanut 
Crush: if yUU dr@ SUE YOU are guick enough. The darnage inflicted 
Om WOL 0 orienit will definitely He vwarth it. 


IF you REALLY want to fmustrate your ooponent. 
try using an Ali Kick/Aippercut to hit Your onpanent 
‘kas they try to get off the ground — after you have 
knocked ther down. If they attempt to get Up as 
you perform this move. it will hit ther twice and you 
can do it again and again. It is easy to defend against 
but mast players dant know how. 


Obviously, Kings biggest strength js his throws. Having nearly 4 
times as many throws as the average Tekken £ character. it makes 
it almost impossible for your ogponent to know what to look for. Kings 
Hest non-linking throws are his Tornbstone Piledriver and his Giant 
Swing. These take off a considerable arnount of darnage and can end 
a match guickky. The only drawback of these two throws is that the 
motions to perform them are a bit tricky. The best tine to use them 
is when gaur opponent has just missed a slow recovertj move. The 
Surprise throw is also a good tine to use them. Example: when you 
and gyaur apparent are standing relatively dose and neither is attack- 
ing with big power moves, rush in for the throw. Use this tactic ONLY 
when you have perfected the motions for the throw and can Suc- 
cessfulltj perform therm about 95% of the time, 


Since Kings major darnage dealing attacks are his throws. its critical 
that yat learn how to get out of them. We have found that an average 
King player doesnt usually go for the big Link-Throws. su that leaves Wou 
to contend with his basic throws. Wien you leave yourself open against 
a King player, you will normally get thrown with the Suplex or Coconut 
Cruslt. These are east) Countered by % for the Suplex and € for the 
Cacanut Crush. Most of the time, it is the Suplex that is used. If. however. 
Yo are playing against a skilled King player. Yau MUST he aware of all 

Kings Multi Part Link Throws. These throws can take off MASSIVE dam- 
age, IF you dant escape from them immediately. Study the throw sec- 
ton on King and leam what Auttons a must press in order to live through 

a Link Throw attack. 


King has same fast punch combos to keep you out and get Your 
guard UD. A good opponent will mix these up with an Elbow Smash 
tat will stun Yau when yon black it! Yau do have tre to recover before 
recelving e “follow up” hit, but you need to pay close attention. IF King 
does the typical Convict Kick. Yau can just keep backing high. Marty 
tries, & King player wil go for an Unblockable Elbow. Hop Kirk. Canvict 
Kiek, or a Throw. If King goes for the unblockable or throw. durk and 
counter If King goes for the Hop Kick ar Canvict Kick. ya want to 


Hoek hot and then counter with a fast attack. throw, or juggle starter. 


Kings Uippercut starts from the crouch position. This is good 
Hecause You dant have to watch out far the traditional Uppercut. 
If you see an ggponent crouch, be aware that the Wppercut can pop 
aut at amy time. Here, it js wise to either back away or. for the brave 
players. try to juggle King, as he cant block your Wppertut or Hop Kick 
if he is ducking. Something to remember though: if you attack while 
King is crauiching, he can choose to go for the Ali Kicks. Since you 
would be attacking, the Ali Kicks will count as a counter and gou will 
be ín position to receive an Octopus Hold. Yau DONT want to get stuck 
in the Octopus Hold! Just block low for the fourth hit and you can 
avoid this devastating attack. = 


The hest waij to keen King frorm attacking Wou 
is to use some fast Hont Kicks and Punches. This 
will keen Your opponent blocking and unable to do 
much of anything. if you get your basic moves off. 
Yau can also stop a lot of King attacks with a Side 
Kiek. This will take off a bit more darnage than usual, 
Because you will be hitting your opponent as they 
try to attack gou. If you happen to be using a char- 
acter with either a reversal or an axis shift, you are 
in sermidecent shape against King, because His power 
mavaes came out a bit slow. Usually, gou can pre- 
diet a slow move and set Yourself up to darnage King 
before he finishes his attack. This is definitely the 
best wai to take a good King player down, and 
increase your chances of victor) in the process. Just 
watch aut for thase throwsl 


To be successful with Michelle, you must learn all of her dif- 
ferent variations of move combinations. Since Michelle isn’t 
all that powerful, you have to win by confusing your opponent. 
When you have all of the move combinations down, you are 
halfway there. The second thing you need to know about the 
move combinations is when and where to use them. Michelle 
has tons of move variations as well as a great ability to jug- 
gle. A good Michelle player can keep opponents airborne for 
days. Michelle is mainly an offensive character as she lacks 
any real defensive moves. 
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All of Michelle's 10-Strings start off the same, which is not a real 
can shut the 10-String, down faster than it started. This 10-String, 
the first 4 hits. Once the 5+ hits start, the 10-String, can confuse y 


great thing. Since a well trained Tekken 2 player can spot Michelle's 10-Strings as they start, he 
however, is your best chance to damage your opponent, with a 10-String, if you can get past 
our opponent and leave hinwopen to receive damage and defeat. 


As stated before, Michelle's 10-Strings all start 
off in the exact same manner. It is hard to dam- 
age a decent Tekken 2 player with Michelle's 10- 
Strings, and you are probably better off to not 
even attempt it. Many times we have seen a 
Michelle player get destroyed because of a futile 
10-String attempt. It's best to start the 10-String 
from a distance. That way, you will already be 
past the first 4 hits when they start to connect 
with your opponent. Look for openings when 
your opponent is an unusually far distance from 
you. This is your opportunity to actually score t 


with a 10-String! 
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This combo is one of 
the most useful 
Michelle combos 
around. It starts off 
very easy and it does- 
n/t give your oppo- 
nent much time to 


block. Go directly into Pi 


the Dashing Left 
Punch, after you have 
blocked a slow recov- 
ery move, or just for 
the surprise factor. 


60 | 


This combo is only 
useful when you have 
ime to charge up for 
e Heaven Cannon. 

Once the Cannon 
connects, quickly exe- 
cute the Dashing 
Punch, then the 
Elbow. After they 


j both connect, walk in 


just a bit and immedi- j 
ately go for the Death 
Push-Pop Kick- 
Uppercut. 


LOW LEG SWEEP 
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Michelle's best move happens to He a throw. Her Nelson Suplex 
le relatively simple to execute and has great darnage. Practice this 
throw until gau can get it about 95% of the tire. Your opponent 
will alrnast always give Yau an oppertunitty or twa during a match 
for You to use this throw, so leem to identifig when and wiiere You 
can Use it. The best time is as soon as your anponent attacks 
high, with a slow recovery move. When ya see Your opponent 
stuck in their recovery animation, immediately lunge in for the 


Anather ane of Michelle's handy moves is her Back Leg Sween 
to Penetrating How Leg Carbo. IF gauw crovich down and your onpo- 
nent advances toward Wou, You can perform this attack to knock 
him to the ground. This move is espedialltj potent if your opponent 

_{sattacking as the Penetrating Back Sween connects. Your Oppo- 
nent will be unable to block the second hit. This will then knack him 
15 the ground, and give Yau an opportunity to use your hard pounre 

‚for BO+ points of darnage! 


nr er 
A great trick we like to use is the Go Behind Ponch to low punch 


to Blue Sky Cannon tactic. Since your opponent can duck the 
German Suplex from behind. if you connect with the Go Behind 
Punch yau need to be able to use the Go Behind to yaur achvan- 
tage. he best way to do this is to gerfomn a quick ducking punch 
25 SOON as You get Hehind your opponent, Then, he will still be fac- 
mg the opposite direction and you can connect with a pounding 
Big Boot to kmack hirm to the ground. Once he gets on the ground, 
gou can chip off a bit more life with a Fant Leg Sweep. 


Overall, Michelle ranks about average in terms 
of winlass ratio among equally skilled players. She 
has decent speed but nat much power: Her best 
power move ís definitely her Heaven Cannon. Wien 
used corectiy. you can launch an opponent into 
the air and not let hirm up until you have darnaged 
hirn for I00+ points. Try experimenting with com- 
bas Eu starting off with the Heaven Cannon, them 
adding in sorne of Michelle's Lunging Elbaws ar Low 
Kid/Higln Kick cornbinations. Once gou get her are- 
Some juggling ability dawn to an art. you will make 
a fommnidable opponent against almost anyone. 
Just watch aut for those pesktj counters and side- 


Fortunately, all of Michelle's chain moves are east) to block — if 
Yau watch her dlaseliyj. Wiet Yau do neet to watch out for is her 
fuggle combas. Michelle can juggle gou with a rushing Uppercut, 
a Hont Leg Sweep to Wppercut. Hop Kick, and with her Catapult 
Comba. Almost all of Michelle's juggle combos inflict massive 
damage but are veny difficult to perform. Look for good Michelle 
‚ players to use the crazy darmaging combos. This means that YOU 
shouldn't attempt to attack with too many risky moves that have 
slow recnveny times. IFyou do, you wil find Gourself flying trout 
| the air and receiving big danae all tie while. 


Michelle's Lunging Elbow is extremely fast and arty Michelle onpo- 


nent should be ready to react. It has decent range and can be | 


used to knock an ogponent down in an instant. Be ready to block 
it often and, wien yaw do. immediately go for a throw. Many Michell 
players also use the elbow to keen their OEponent away. Most of the 


time, you can ston He elbows cold with a regular Front Kick NT. | 


The Dashing Punch Is used in almost the same way. The major dif 
ference Is that Michelle doesnt have to do the “Tell Tale” walk ín to 
start the Dashing Punch. The Best defense is to not let Michelle in 
Loo Close. Iny keeping her away from you with regular low kicks 
and law punches. When she gets too clase, go for the thro 


nn hd 


Mary af Michelle's moves start off from a 
crouching stance. The mast effective thing you 
can do to stop her from executing her moves is 
to pop her up into the air with & regular upptertut, 
or a hop kick. This will set gan up ta }juggle her and 
lead to immense damage, if you have practiced 
your juiggles. The only thing about her crouching 
moves that must be rememtbered is that they 
LOE OUt VERY fast. once she gets into the ooch. 
IF you are too far to get dose to her after she has 
gotten into a crouich, back away and trick your 
opponent into attacking. A good way to fake is 
to crouch down quickt, then stand back up. Also. 
Eau can do a simple &, then go back into your 
Black. Marty tires, your opponent will think WOL 
are ogen for attack and attempt to Get Wou. Then, 
after you easily block his futile attack. take him 
Out with a cormba ar a quick throw 


[ Michelle's Rushing Uppercut is an excellent combo starter. 
Fortunately, it really lont that fast and comes out like a slow ver 
sian of the elbow Iunge. Yau should be used to Blocking high for 
these, and simply capitalize with à throw efter the block. Good 
Michelle players will try to save this move until you are walking in, 
ar Wen YA miss an attack that leaves You Open. 


The Front Leg Sween - 
Uogercut can be started in dif- 
ferent watjs and can also end 
with a low kick or high kick. 
instead of the npe ut. In arty 
Case. It Is hest to just block un 
after you recognize the Front G- 
Leg Sweep. Bij standing up and 
blacking after the Front Leg 
Sweep, you avoid getting seriously 
combaod or knocked with the 
tougher of the two kicks that could 
follow. This will frustrate many 
Michelle players … especially since 
they are left open for the throw 
once the high attack is blocked. 


Pp 
Lei is definitely one of the most deceiving characters in the d 
game. With his Rushing Punches variations and his Turn- 
Around attacks, Lei can seem almost impossible to block at B 


times. Leiis a quick character but lacks the “big damage” 
factor of some of the other characters. With a bit of practice, B 
aLei player can beat almost any average Tekken 2 player. Lei’s Bj 
advantage is his arsenal of deceiving moves. But against expe- 
rienced players, they can become far to predictable and lead to B 
a very tough match for Lei. E 
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Of all Lei's 10-Strings, this is our choice for most confusing. This particular 10-String can give an opponent a bit of trouble, but not really as mush as one would think. 
Only 2 hits actually strike low, which means your opponent will not have a difficult ime blocking it, if they have been practicing. Just make sure you use the first three 
hits in your normal fighting tactics. Then, your opponent will not be ready for the 4th and up hits that will follow, when you decide to finish it. 


Lei has a few good 10-Strings but, on the whole, 
they aren't all that great. They can all be blocked 
with ease and really shouldn't be used againsta 
skilled Tekken 2 player. The one pictured above 
may cause more problems, but nothing so harsh 
as to lose sleep over. It's best to use Lei’s first 
three hits as normal fighting tactics — using them 
to push your opponent away. This way, when you 
decide to do a few more hits, your opponent 
won't expect it and may suffer some minor dam- 

age in the process, Lei’s 9-String variation can be 
(/ somewhat effective, though. Practice and decide 
what you like the best! 


Both of Lei's two main power combos start 
the same way — with the Launch Kick. Of 
all the combos in the game, these rank 
within the top ten. You must be extremely 
precise to get some of the hits off. In the 
first combo, once you connect with the 
Launch Kick, immediately go into the Hop 
Kick. Then you have to quickly execute the 
rushing punches. For the second combo, 
after the Hop Kick, wait until your oppo- 
nent is about to hit the ground, then per- 
form the Dropping Ankle Kick-Rolling 
Kicks. 


Lei is a very easy character to win with, if you get all of his 
Sween/kick varfatioris down. With a bit of practice, Yau can destroy 
almast any average Tekken 2 player, but gou wil have to work EXTRA 
hard to beat a veteran. The best way to start darneging your ooo0- 
nent is to get him in the air for juggle carnbos. Use Leis Launch 
kick or Hog Kick to start the fuggle combo. and then throw in some 
Rushing Punches to finish off your agponent. The best time to Hop 
Kick your opponent is when he is charging at you. A good time to 
use the Launch Kick is when Your opponent is atternpting a slow- 
recovery move. When you see either of these opportunities, take 
advantage and punish your opponent for making such a futile 
attempt. 


The Rushing Punches, bw themselves. are also a great way to 
HArTIage Your UHPUTeNnt. Wien you see Your opponent advancing. 
immediately start the Rushing Punches and finish up with either a 
high kick ar a low kick — either the high kick finish or the low kick 
finish will consistently work well. This wat; Your opponent will get 
used to blacking high, then gou can Surprise him at your leisure — 
with the opposite finish. 


Study the section on lying down moves. Leam and remember 
all of the attacks you can do wile an the ground, and all the ways 
5 get on the ground. Once Yau know all the different ways to get 
an the ground, Yo can perform an attack. lie down. and perform 
get another attack to keen Your onpanent an his toes. One of the 
Sest moves for coming off af the ground is the Turning Foot Sweep- 
Jumping Hook Kick. Practice lying down, rolling toward your oppo- 
nent, then immediately goïng into the Foot Sweep- Jumping Hook 
Kick. When your onponent gets used to this, Yau can roll and hit 
with: the side kick. 


Leis Jurmping Bird throw is a veny effective 
move for darnaging Your opponent. When You 
have an opgportunitty to throw. use the Jumping 
Elm. Onee an connect with it, mrnediatelyj charge 
your goponent and finish off with a slide or jurmp- 
ing kiek. Mast average opponents want know how 
to avoid the slide. Veteran players, however, will 
know and Yau can trick therm up by running in, 
then, at the last second, execute a Phoenix Kick. 
This is effective, since veteran players jump into 
the air to avoid the slide or jump kick. 


The last thing you should know is how to effec- 
tively use Lei's Guard Melting Punches. Get yaur 
opponent into à block. then immediately go into 
the Gard Melting Purrtes. IF your opponent Hocks 
all of them successfully, Leis hack will be facing 
Your opponent. Imrnediately go into the Backhand 
Sweeps to surprise Your opponent and score 5+ 
hits. 


mennen 


Leis Sween to High kiek carbo is often used Lei has decent juogle attacks. They arent vert) darnaging but 
and also ven dead), Whenever Lei dicks down they are extremely fast and surprising. The twa most common 
and looks like he is doing a move, block low and Wwaljs the are started are Hij using the Launch Kick and the basic 
then high and you should avoid this attack. If Lei Hop Kick — both knock Wou into the air and leave Yau open for some 
plops down on the ground. dant go near hin, Gulick darnage. Fortunately, most of Leis combos dont take off 
unless you have to. If he rolls toward you, just a large amount of damage. When you see your opponent lie down, 
black low. The high attack Yau may absorb is not it is best to back away or jump back and let Lei corne to you. Lei 
nearly as damading. Now that you know to guard is verij deceiving and can take you down in an instant. When in 
for this attack. go for the throw. juggie or fast clase, Use Front Kicks to keen Lei from lying down and, wien gau 
attack after backing it. Another great way to stan black the Hop Kick, immediately go in for the throw or a juggle. 
the Sween/Higt Kick combo is a well trned Hop — 

Kick. As soon as Lei starts the Sweep, imrmedi- 
ately go into the Hop Kick. This will shut the Sween 


right down. 


When Lei has his back to you, be VERY care- 


The normal Rushing Purch combo is used just as much as the ful. He can immediately go into the Backhand 
Ë Sweep combo, because it does good darnage and Is hard to guard |° Sweeps and score marty consecutive hits. As soon 
ddlnst. If Lei starts rushing at you with the 4 punches. You pret- as You see Lei tur around, black low and wait for 
Ey much have to guess whether or not he is going to end the attack the attack. Almost always, it will be the Backhand 
with a low kick or high kick. Both will knock you down. The best Sweeps. If you learn what the different Kicks ard 
walj to defend against this attack is to shut it down before it gets Sweeps look like wien they are performed, you 
close. When gaur opponent begins to rush, knack him up into the air shiguld heve no problem Blocking them when 
with a Hop Kiek. Yau can also try to use an axis shift. if your cho- the situation arises. The best thing to do, after 
sen character has one. This will put you on Leis side, and possibly you bock a Hackhand Sweep, is to Hop Kick Lei 


get ya in position for a behind throw. into the air for a quick juggle cormbo. If your oppo- 
== nent attempts a Sweep to High Kiek, and you 


Black successful, immediately throw. 


Laïs Dropping Kick/Rolling Kicks cause many a 
Player to he tossed in the air. The first part hits 
low, so ogpanents expect the last part to hit low 
as well, but it actually catapults you into the air. 
Arnd, if the attack misses you all together, most 
people run in to kick the downed Lei. Lei can hit 
ya low as GEL run in, and usually does. IF Lei uses 
this attack, he sure to block high for that last 
hit and then back up. 


Leis High Crescent Kick/Turning Heel Sweep can also be very 
tricky — this is because it is very fast. Wien you see Your onpo- 
nent attempt a Higt Crescent, immediately black higt then low ar. 
if you are brave. you can attempt to Wppercut your opponent 
into the air or a juiggle. as Lei begins his Crescent Kick chain. If Lais 
first hit misses You, statj hack so the second hit will miss as well. 
Naw, run in for a throw or juggie. 


Wang is definitely a decent character, as he combines huge W 
attack power with lightning fast speed. The only drawback pi 
to Wang is that he has limited moves and can be figured out rel- 8 
atively quick. Wang also has a reversal move which can frus- e 
trate opponents who attack too much. Wang’s best feature is B 
his ability to juggle for more than 100 points of damage with 
simple combos. He is one character that can cause problems = 
for almost any opponent and end matches faster than they 5 
started… 
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This 10-String is the exact same 10-Strin, 


immediately follow it with the first 4 hits of the 10-String. 


g that both Michelle and Wang had in the original Tekken. Itis very easy to defend against and it leaves you wide open 
for juggle combos and throws at numerous places. It is wise to only use the first 4 hits to push yourself away. Don’t be afraid to throw out a Front Kick then 


As stated above, this 10-String is useless against 
good Tekken 2 players, if you attempt the whole 
thing, It's best to only use the first 3-4 hits to get 
yourself away from your opponent. Also, make 

sure to use it sparingly, or you will get reversed. 


If you can get the Waning, 
Moon throw down, you 
will have a high win rate. 
This is because it leaves 
your opponent wide 
open for almost any 
attack. The second combo 

3 
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Pl starts with the Hop Kick. 
v You will often find that 

you have an opportunity 
7 to use this starter, so j 
Eej make sure you have the 
combo down. 


Starting combos off with 
the Heaven Cannon is 
relatively difficult. I's 
best to try to strike with 
the Heaven Cannon as 
your opponent is getting 
up off the ground. That 
way, they won't have 
anything to do but try to 
counter. Since they will 
be getting up off the 
ground, their moves 
won't come out. 


When fighting as Wang, you have two options. The first is to he completely offensive, never letting up on the attack and 
chipping away at your opponents health. The second it to remain solely on the defensive. Wang has two different types 
gf reversals which can lead te much frustration for Your opponent. 


To play the offensive style, quickly switch up between low 
gunches and Hig Hoots, as well as turn around punches. IF your 
opponent comes out of their block at amy tire. they are sus- 
CEEtble 19 getting tUmed araund and getting combo'd. IF you 
ger te tum around punch to connect, immediately perforn a 
crouching punch. This will stop your opponent from tuming 
around. Naw, you can pop knack them over with a quick Big 
Boot Kiek. If you aren t going for the Turm Around, you can also 
ga for the Heaven Cannon Combo. This is also effective for 
adding-in after high punches and Blue Skty Cannon. while facing 
Gaur opponent. z 


IF you want to simply play the defensive style, block every 
gncorming attack if possible. Wait for high attacks and irnrmedi- 
ately go for the reversal. IF can also use the Wiinlwind Throw. if 
your oHponent ís simply standing in ane place. This want hit 
them unless they attempt a move as Jou are comming in for the 
reversal, usually it entices therm to press a button to attack. 


The best thing about Wangs arsenal is his Heaven Cannon. This 
takes off a bunch of darnage in itself but can also have moves 
chained onto the end of it for excessive amaunts of darmmage. A 
skilled Tekken 2 player can juggle opponents for almost full 
darnage. Thats near IAD pointsill Look for opportunities to use 
this juggle starter when you are about 2 character lengths 
awaly. Yau can also use it when your opponent misses one of 
their unblackables. 


Other gond juggle starters are Front Leg 
Sweep-Dash Uppercut, Back Leg Sweep, and 
Slice Wppercut-Catapult Combo. The first is the 
Law Kick to Uppercut chain. Once this connects 
you have a multitude of juggles to chose from. 
Try executing the Front Leg Sween-High Kick a 
few times to get Your opponent used to block- 
ing low after the Front Leg Sweep. Now go for 
the Front Leg Sween-Wppercut and gat should 
connect. Another good tactic is to get into the 
crouch pasitior and vary between the Slice 
Uppercut-Catapult combo (jLggle starter] and 
Back Leg Sweep-How Leg Kicks/Earthguake 
Stormp combo. Since one starts high and the 
ather starts low, your bound to get a cormbo inl 
Wou can add his Lunging Double Fist for the 
final hit. E 


The last thing you need to know is the Waning 
Maan. This special throw turms your opponent 
around and leaves them open for alrmast ant) 
attack. An eastj walj to cause large darnage is 
simply go into the I0-String after the throw 
connects. Your opponent will be taking all the 
hits in the back and will be unable to defend. 
Luekty gou 


Wang's arsendl is powerful yet lacks the variety of Michelle's. 
HIS rmoves can be easiltj blocked and he is then left open to he 
smacked. This means that Wangs best wark is done as counter 
attacks. If you make sure to always hit Wang. not start moves 
gut af hit range, the match will be in your favar — since he will 
not be able to counter attack well. Be sure to vary your higthis 
and laws, to keen from getting reversed. Keep in mind that Yau 
MUST black well against an experienced WANE'S attacks 
because, IF you are knocked into the air ay one of his juggle 
starters, You will be defeated quickly. 


cambo that could have followed. 


Wangs Front Leg Sweeps-Lppercut is a deadly juggle starter 
and should nat be taken lightiy. Michelle has this attack also, 
but Wang Lunging Double Fist allows for an extra heavy dose 
of damage at the end of tie combo. The Uopercut Is VERY easi-… 
y blocked. When you see Wang do the Front Leg Sweep. which 
is a vertj distinct move, just know that the next hit is to be 
blocked high. If you get kicked in the shin ty blocking high. while 
the second hit hits low, it is far better than the neardeath 


The Mid Purch-Heaven Cannon attack punches you in the stam- 
ach and then sends you fltjing. a hard paunce combos nicely for 
at least B points of darnage. Fortunately, the first hit has to 
connect or no combo. The range on this attack is really poor, so 
it is often used against players that are using in-close Keen Out 
Tactics. This doesnt mean that you shouldn't use your fast one 
twa punch combos: just avoid stringing into a 5 hit and DONT 
start from vut-of-hit range. Starting aut-of-hit range ís sure to 
lead you nght into the combo. Like we said. Wang is counting on 
defense, or your lack of block knowledge. Lonk for Wang to try 
this attack often. 


Wang's Waning Moon can lead into alrnast com- 
plete defeat. even if you have full energy. This 
is the most darnaging Scenario Wang can cre- 
ate, as well as east. Normally, a cornbo that 
does about IIP pts of darnage would need to 
start with an unblockable attack that is easy) 

to dodge. Wang can cause that kind of darnage 
by performing this throw after blacking your 
attacks, and making it combo. While your char- 
acter is staggering up off the ground. where 
You have no control, Your opponent can decide 
amy style of attack. The most used attack is 
actually his I0-String. Since you will be turmed 
around, yet will nat be able to block. Your best 
defense is to craudh and punch. Mary tires. 
gou will be able to get around quickly enough. IF 
NAt, Yau will be able to half-waiyj through the I0- 
String. 


The Whirlwind throw is not often used but its 
Strange nature should be explained. A normal 
reversal catches all high attacks that are 
thrown fram the opponent. This Special 
Reversal will reverse even low attacks. but not 
the walj a normal reversal does. A nomnal 
reversal actually catches the arn or leg amd 
uses its force against the opponent. This move 
catches the opponents BODY and tosses the 
apponent. This means that Wang needs to 
actually hit your characters body at nearly the 
SATIE ME YOU Move is UMG Aut. or wiil= 
the move ís retracting. We sal NEARLY the 
same time because, UNIess Your attack is slow, 
you are going to hit Wang before he gets in 
dase enough to toss you. For instance, if you 
were in the middle of an unblackable, the 
Special Reversal would toss you sine the 
move Hes not get hit Wang. Or. if you throw a 
Roundhouse that misses, Want can grab Your 
hedy while the foot is retracting. This is 
because YOU are still in a move when Wang hits 
your body. Note that, since it is in fact a rever- 
sal attack, it will not affect you if you are sirm- 
pl standing there … na backing needed. 


In the first Tekken, Kunimitsu was thought to be one of the 
worst characters in the game. In Tekken 8, it still seems as if 
Kunimitsu is not getting the respect she deserves. Kunimitsu 
now has three Unblockable moves, as well as her very oum 10- 
String Combo. A good Tekken 2 player can recognize Kunimitsu's 
assets and use them to their advantage. Kunimitsu’s most valu- 
able attacks are definitely her Unblockables. They chip away 
at opponents health and are always good for finishing off com- 
bos. 
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Since Kunimitsu didn't have a 10-String in Tekken 1, it's keen of Namco to bless her with one this time around. As with Yoshimitsu's main 10-Strings, they are 
very easily blocked. Try not to go past the first 3 hits or you will be forcefully countered. Look for openings to use the first 3 hits to push your opponent away. 


Kunimitsu finally gains a 10-Sting. The drawback 
is that it starts the same way as a few of 
Yoshimitsu’s easily countered 10-Strings.…. 


MT 


These two combos are 
per easy to execute 
5 end you should use 
pthem any time you 

can. Both start off fast 
and are only a few hits. 
Get in position by 
using a quick Front 
Kick then a crouching 
LP. Now your oppo- 
nent will be pushed 
away. Go for it! 


| These last three combos 
re easily executed and 

ou’ll often have an 

x Opportunity to use 
them Learn to recog- 
nize these chances and 
smack your opponent 
with the fury as you see 
fit. For the last combo, 
make sure you wait 
until the last second to 
start the Triple Punches. 


CONS 


Throughout our experience with Kunirnitsu, we have found it 
Hest to use her as mainly an offensive character. This 
means we have our greatest success when we dort just sit 
Gatck and try to counter even jone of our opponents moves. 
The best way to maintain a good offense is to constantiy 
switch up throwing Wppercuts and fast jabs at your oppo- 
nent. This tactic not only keens your ogponent blocking. it 
als gives yon a chance to think of wiiat you want to do 
Tiext. Now that your opponent is Blocking. the best thing for 
yau to do is to inflict somme darnage (tou do want to win 
dont You?) Once You've got your opponent in the Hlacking 
cijdle, its hest to quickly execute à Stone Fist or two, then 
quickly go in to two Spinning Low Kicks. As soon as gou start 
the Crouching Kicks, prepare to hit yaur opponent with a sur- 
prise Pop-Lp Kick. Secondly if you ARENT playing a good. 
opponent. then You will simply smack therm around with all 
af Kunirnitsus Stone Fists and Spinning Low Kicks. 


Slightly good opponents will have their 10 hits 
doan and think that is all tiey need to win. 
They will aften start them up whenever thely 
cam. even wien the) are far awel) from Gout 
50 jump away) from therm and use the opportu- 
nity to use Kunirnitsu's Kunai Stab. IF you are 
fast enough and have the Kunai Stab timed 
correctly, you will knack Gaur opponent right aut 
of their I0-String. The Kunai Stab is also great 
for chipping awel) at Your opponents health. 
Since ft is Wnblockahle. gat can mix it In with 
goaur Keep dut lactics with little threat of being 
countered. Just don't use it too often or Your 
gnporent will devise à plan off attack to get 


NExt Yau want to try to lure your onponents to walk in to 
Your attacks. Like Yoshirnitsu, Kunirmitsu has a great ‘built in 
move for wat we are trying to do here. IF you go in to 
Practice Mode and try out the Zig-Zag, you will see what | 
mean. First of all, Kunmirnitsu delivers a powerful roundhuouse 
#dek, then out of nowhere comes a second Side Kick! Mix up 
gour kicks hj first throwing some single kicks with right kick, 
en some single kicks with left kick. Then when gau think 
gou have a goed idea when your opponent will advance in at 
YOU, PXECUTE The Zig-Zag. Your opponent will [more than 55% 
of the tire) walk right into that second Side Kick! This is a 
great tactic because even if the kicks are blocked, you are 
safe from receiving darnage. 


A word on fighting opponents with reversals or 
very good players. Use Kunirmitsus I0 hits spar- 
ingly. However, most opponents aren t aware of 
how Kurirnitsu's I0-String looks so you can get 
awal) with using it a bit more often than 
Yashirnitsu's. Mix it it with your Keen Out Tactics 
by first attacking with an Uopercut. then a 
Front Kiek. When they push Yyaur opponent 
awat;, you can immediately start the first few 
hits of Kunimiteu's I0-String. This will keep your 
opponent Blocking. and leave you with am 


B 


The warst thing about fighting against Kunimitsu is her Kunai Stab. This Amottier Kuriiritstt altatk to wat1 ut for ie 
peskij move is fast AND unbiockable. The good news is that it only takes her Zig-Zag Kicks. This is a simple Roundhouse 


off 15 points of damage. The Kunai Stab is often used out of nowhere so Kick followed bu a Side Kick. Ihe problem is it is 
be ven aware that it exists. Many tires tour ooponent will be standing a veny deceiving. Make sure You know what it 
character length ar two away from gow and pop out the Slash really fast. looks like and be ready to black then throw 

The best thing to da in this situation is to hop straight up and kick as you after a missed atternpt. Also an attack that 

are about to land. A less riskty plan is to just jump away from Kurirnitsu. looks like the Zig-Zag is Kunirmitsu's 3 

Anather goed way to get out of darnage is to strike first. Since the Slash is Rourdhouse Kicks. The good thing about this is 
very fast, yo need to have gour reaction time deun to near nothing. the are super east) to counter. Sirmply duek and 
Lastly gen! can quickly execute a Hop Kick or a Font Kick when you expect throw. When you see the Roundhouses begin to 
your gppanent to use the stab, wich will keen you safe. EOME OUt, juist erouch. You will be safe from 


attack and then yau can either throw or pop 
gyaur opponent up with RE Lppercuit. 


The last major thing you must be aware of is 


The Knee Bash Is often used in place of where the Kinai Stab would be n agen 5 RES 
5e Kunirnitsu's Spinning Low Kicks. Kunirnitst cam 


Î used since it can lead to a quick combo. It also has a bit more range than 


the Slash but is hlorkable. Ihe Knee Hash comes out SUPER fast and realy 50 into these kicks from the Stone Fists or 
needs to be anticipated if it is going to be blacked. The Tekken 2 pros use a | without them. Ihe bad news is Wiet wier YOU 
this move when you least expect it. If you are dose to an opponent and are kriocked down, they can hit OU over and 
Klnirnitsus Keep-Uut lactics are pushing you away, look out for the Knee Over again and wrack Lp tons of damage. The 
Bash. It will be coming antj second… IF you play against someone who best wal to stop this is of course to not get 
leams the power of the knee, make sure you know the distance Kunimitsu knocked down. The second hest way is to stand 
covers when she does the Knee. Also, if and wien you successfully block a directiij up form a knackdown and black crauctt- 
Knee, imrnediately go into à juggle combo or a special throw. This will slow ing as soon as you get up. This will keep Gou 


geur opponents Knee Bash attempts down. safe most of the túme. Be also aware that a 
Fant Kiek can be chaïned into the Spinning Low 
Kicks. This Front Kick is easily detectable with a 
little practice and shouldn't give Yot amy prob- 
lems. 


The secand worst attack that Kunimitsu owns is her basic Uppercut. It cov- 
ers more distance than amy other Tekken 2 character, like Yashirnitsu. This 
tiny little basic attack can tum a match around faster than you can sat 
“The Freshrmaker”. If you are fighting against Kunirnitsu, be VERY VERY 
VERY aware of this particular attack. It starts juggle combos with lighting 
speed and makes Kunimitsu lunge forward at the same time. Your best 
bet to avoid this would be to reverse the Uppercut. Unfortunately not 
every character has a reversdl. The next best thing to do is to Front Kick 
Gaur opponent ar Wppercut them with your own Lppercut. Again. we cant 
Stress how Important it Is to know the signs of an an-coming Lppercut. 
Practice using Kunimitsu if just to leam how the Uppercut Is used. 


Annais one of the better sub-bosses in the game. She combines 
most of Nina’s moves, with Law’s flips, making her a juggling B 
machine, Also making Anna a deadly opponent are her two 
different Unblockables. She still maintains her old Hunting 
Swan, but now she has added the Bloody Scissors. The Scissors 
is extremely fast for an Unblockable and, in some cases, can 5 
be used'in place of regular attacks. Another good move, that 
Anna received from Nina, was the Low Kick to Backhand. This 
move definitely helps Anna to continue attacking. On the whale, 
Anna in played as an offensive character, but does have good. 
defensive tactics. 
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Unfortunately Anna didn't receive any new 10-String combo's for Tekken 2. The only difference is that she can start the first hit off with M{@>, instead of the 


usual LP. [fs best for use when in close, since the @{? will push your opponent away. You will use the fist 4 hits mainly to push your opponent away. Other 
than that, her 10-String isn’t that useful. 
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Hij | Asasub-boss, Anna is basically limited to one 10- 
String. As stated above, use only the first four hits 
to push your opponent away. For the full 10- 
ME, String, start it from outside kick range. 


WINE) Here is an easy 6 hit 
hat takes off a 
espectable amount 
of damage. Look to 
use it when your 
opponent persists 
with their Keep Out 
Tactics. After the Low 
Kick Uppercut, 
immediately perform 
he front kick. That 
will set you up to run 
in and finish it off. 


This combo is a bit 
tricky to start. To set 
up your opponent for 
the combo, start off 
with quick Keep Out 
Tactics. Once you get 
into a crouching posi- 
tion, immediately 
pop out with the Flip 
Kick. After your 
opponent is in the air, 
get the timing down 
for the Hop Kick. 


dispusdl. Arina has great Keen Out Tactics and good attack moves. 


When fighting as Anna, rernember that you have an alrnast limitless arsenal of moves at Your 


IF gou have studied Anna's Special Arts at all, you will notice that 
she has a ION of them. The most important thing to know. wien using 
Anma, ís when, where and how to use her Linking Hasic Arts. These ran 

Î keep an opponent at hai) for the entire match, while chinping away 
at her ooponents health. Her most effective combination link is the 
Low Kick to Backhand. This quickly hits low, and then high, for a little 
bit of darnage, but it sets you up to do almost antj other move. For 
example, execute a Low Kich/Backtiand, then immediately go into an 
Embracing Elbow Strike. Thijs is extrermelj hard to do, but almost impos- 
aile to Hork. if gou da it correctly. 


Another excellent tactic of Annas is her super juggle combo. If you 
Pop your opponent into the air Flip Kick, you can take of loads of health 
from your opponent and make it almost impossible for therm to come 
‚ back. Tru juggling with the Flip Kick, then go into a quick standing &, then 
use a Hop Kick, then jugdle your opponent even more, with the Low Kick 
to Backtarnd, and finish off the devastation with the Rolling Kick. This 
takes off 80+ points of damage and can almost assure a victory, or 
change the tide of à battle in just a few seconds. 


Of all the characters, Anna has the second greatest varlett) of chain 
_sttacks. One of many great moves in her arsenal is her reversal. Like 
vna. Anna can reverse almost ANY high attack, including Yashimitsu's 
elicopter Slice. The only drawback is that the reversal is done with dia 
rally placed buttons. Meaning gou have to use either @& or €£$ 

_ Mis is ver) minor, though, and a good Anna player wart even notice it. 
Most average Tekken 2 players attack high. for the most part. which 
MES Arma and the other characters with counters an acvantage. When 
SOU SE8 a Slow high attack coming, or Yau see someone winding up 
er 2 Super Unblockable, dont hesitate to reverse the move. Most of 
Se time, the reversal will take of about as much health as the onpo- 
its move would have, had it connected with you. 


h 


When in erouch position, Anna can start a quess- 
ing game. Use the low hitting Cat Thrust to start a 
Stun combo. Mix the Cat Thrust up with the high hit- 
ting Cold Blade, Right Hand Stab, and Flip Kick. This 
forces Your goponent to watch very carefully so 
as not to get combo d. Hont hesitate to attack when 
in yatir erauch or Yau may get juggled! 


The mast important thing to know, in fighting 
against Anna is how to escape dll of her Multi-Part 
Link Throws. These can rack up mejor damage and 
spell disaster for ou, IF gou aren't competent in 
escaping the Links. The most effective counter to 
use would be @ This is because it counters the cas- 
iest Link move your opponent can execute, The sec 


Avold ruishing in at a good Anna player. because you will be kicked 
the fare hy a move dubhed ‘The Nieolela.” Tris is Annas tap 4e) move 
that is EXTREMELY fast, and can knock you over in à milisecond. Also, 
their is alrmast no recovery time, so you must be fast to throw if Wou 
successfully block a “Nicdlella.” Dort be too hasty and try to rush a 
good Anna player. It is best to remain on the defensive, until you 
have an opportunity to strike. 


ond best counter to try, when your opponent tries 
to Link Throw you, Is & 


Another one of Anna's pesky tactics, that ou must be andre of, 
js her ability to chain TONS of her basic attacks together. She can link low 
kicks into high kicke, side kicks into punches, sweeps into Uppercuts and 


so on. The best way to defend against this is to always keep Anna out |, 


of range. Use Front Kicks and Side Kicks to push your opponent back, 
then use a lunging move to stop her from advancing again. If you do hap- 
pen to get caught in a flury of linked basic attacks, be patient and 
concentrate on blocking. Also, watch for amy) sneakty throws. 


The absolute WORST link of basic moves Anna 
has is her Low KidkBackhand attack. This chain attack 
comes cut very fast. The reason this attack is so 
deadly is, if your opponent is quick enaugh, they can 
add more links onto it and keep you blacking until 
they have a chance to throw you. One add on chain 
for Anna ís the Low Kick-Ligpercut, which looks natice- 
ablyy different from the Low Kick-Hackhand and is 
blacked high. When you see the Low Kick-Backtrand 
chain, duck under the second hit then throw or upper- 

cut immediately. 


The last thing we want you to know is that a 
good Anna player can juggle you into eternity, Study 
Arne's section and learn to differentiate between 
her different types of Basic Art Links. The match can 
be won or last right here. Wien WOU See à [TIDVE CUT- 
ing that might pop you Up into the air. block it instead 
of trying to attack. This will, most likely, save Wou 
from being pummeled into submission. 


Baek has a reputation among Tekken 2 players as a “Flailer”. 
‘That means heisa character that many players choose because 
someone can just mash on all the buttons and Baek performs 
moves. For two equally skilled beginners, Baek can definite- 
ly frustrate any opponent. Against skilled opponents, Baek 
becomes a punching bag. Most good Tekken 2 players have 
played with Baek in order to learn what his moves look like. 
This makes it very easy for them to counter “Flailer” style of 
play. In the hands of skilled Baek players, Baek can be very 
VERY hard to beat. With his vast arsenal of high, mid, and low 
kick attacks, he can be very unpredictable. 
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Since the majority of Baek’s Special Arts are kick chains, it's hard for the average Tekken 2 player to notice when he goes into a 10-String. The one above give 
many players a hard time. This is because Baek mixes high and low kicks well and it is often hard to see where he is going to strike next. The best way to use 
this 10-String is right after you knock your opponent into the air. Many times it will hit your opponent 4 or 5 times before they land on the ground. 


Both of Baek's 10-Strings are easy to execute, since 
you only have to press two buttons. The first one 
is the most confusing to opponents and probably 
your best choice to use during a match. The sec- 
ond is really only good for a change of pace, since 
almost all of the hits strike high. Look for oppor- 
tunities to use he fist 10-String after you knock 
your opponent into the air. 


As you can see, it is very easy to take off a 
lot of damage from your opponent with 
minimal effort. If you get a chance to knock 
your opponent into the air, you can basical- 
ly link in any of his kick chains. We have 
listed the most damaging. With some exper- 
imentation, you should be able to get a few 
higher damaging combos, but these are the 
easiest. Make sure you are careful when 
starting the combos with the Wing Blade, as 
it can be countered very easily. Go for it 


when your opponent is coming in high. You @ 


will slide right under and start a juggle. 
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Jo win with Baak you must constantly remain on the attack. Baek is at his best when used as a mainly offensive charac- 
ter. Baek has a verw) limited supply of punching attacks and almost all of his darnage either cores fur thruws or kicks. 


When using Baek, make sure you have a vast majority of his 
kick variatians memarized. The more you know. the less pre- 
dictable yau become, making you that much harder to defeat. 
Ome of the most useful attacks is the Snake Catapult. To keen 
WOUr OPpEnent awel IAU can switch up between fast upper- 
Euts, Font Kicks. then go into a crouching punch, then start 
the Snake Catapult. When executed correctly, you can really 
frustrate your opponent and make them de something dumb, 
like black wrong. This happens often when gou are constantly 
bambarding Yotr ogponent with a Aumy of different kick 
attacks since many chains look similar. 


Daek has a great juggle combo starter bij way of his Wing Blade. 
This launches opponents wal) into the air and leaves (you with & 
chance to inflict huge amaunts of darnage. This move is difficult 
to counter if not epected, so its wise to use it sparing. A good 
time to use it is when your opponent is getting up after You 
have thrown them. This will make ther black as they stand up. 
or feel the power of Baeks air juggles. The only drawback of this 
move is that Baek goes into à croutching lunge and It IS veny 
TIoticecble. Make sure to only use the Wing Blade when you are 
SUE OU OHponent is not ready to counterm/reverse it, or when it 
_ean duek under high attacks. 


Basically, to win with Baek, you rust have a constant stream 
of attacks, as well as changing attack pattems. Don't get too 
Sick on using one attack, even if it is werking at first. Yur 
gpponent will definitely figure Your pattem gut and begin to 
EULUNtEr Or TEVENSE WOUT Kicks. Jump into Practice made and try 
ich of the different patterns and. at first, get at least 3 to 4 
Prent ones memorized. Once ya begin to use these, Yau will 
ave no problem learning the rest of the variations. 


Another decent juggle starter is Haeks Snake 
Rocket. hese three kicks end up by popping 
your opponent into the air and leaving gou get 
anather juggle opporturnitt, The easiest watj to 
deal more darnage, after knacking Your onpo- 
nent into the air is simply to repeat the same 
MOVE again. This will hit for 3 more hits and take 
off about 44 points. Yau can also use the Snake 
Rocket after a regular uppercut. Since the 
uUppercut should be used in your Keep Out 
Tactics, once in a while you will catch gaur onpo- 
nent off guard. This is your chance to use the 
kicks urncontested. You can also start off witt 
the all low hit variation to get your opponent 
Blacking law, then switch up for the launch kick 
variation to start a combo. 


When fighting against Baek, rernember he is limited to kick 
attacks. He really only has 3 punching attacks and none of 
them are vert) darmaging. The only important punch attack to 
he aware of is his uppercut. BaekS uopercut has limited range 
so expect it onl wien Baek is extrernelij close. Your best bet 
to defeating Baek it to make sure you shut his attacks down 
before they start. Use your characters Keep Out Tactics to 
keen Haek blocking. Since Baek is mostly effective as an offen- 
Sive chiaracter, keeping him from attacking is what Yau want to 
do. Accomplish thís by using a lot of Front Kicks. Mast of 
Baeks attacks start off slow. and a well timed Front Kick will 


One of Baek's favorite attacks is his Snake Catapult. This attack 
can either hit low for three kicks, ar hit low twice, then launch 
you into the air for a combo. If you get caught in this attack, it 
is best to just block high for the last hit. It is far better to get hit 
hy the final low attack than to be knocked into the air for one of 
Baek's juggles. Remember that Baek can do severe damage 
with his juggles with relative ease. You need to shut down his 
juggle starters every chance you get. 


The mast important move to louk out for is Baek Ss Wing Blade. 
This move will knack Yau watj Up Inta the air and let Your oppo- 
nent bust a phat juggle combo. This is not good tor your quest 
to win. The simplest way to stop this attack is to use a crouch- 
ing punch. This tactic doesnt take off vert much darnage, but 
it is extremely effective for stopping the Wing Blade. Skilled 
Tekken @ players have their own special tactics for this attack. 
Marty chase to go for the Hop Kick. front kick. mix up of high 
and mid fast attacks, and others tend to jump awatj and ga for 
the throw. Whichever you chose, make certain you have the 
tactics down, and you can execute therm when needed. 


You should also he aware of Baek's Hunting 
Kicks. These will hit up to 3 times, and leave 
you open for another 4th hit. Mast of the 
time it is used by skilled Tekken 2 players 
wien they are about 2-3 character lengths 
awat, It is very qulick and tau should 2xpect it 
at all tirnes. To stop the Hunting Kicks, use a 
uppercut ar a simple standing punch. You can 
also go for a standing Roundhause if gaur 
character has one, but Wou must make sure 
you perform it super duick. This attack stuns 
wien all hits are blocked. 


Lee is a below average character for Tekken 2. He doesn’t have 5 


many useful high damage moves and lacks the crazy flip kick E 
combinations that Law has. Without the flip kicks, Lee becomes + 
a sub-par fighter without much in the way of attack power. The : 
best way of damage dealing is his slides. Both of these are very Ml 
easy to block which leaves Lee with barely anything to figh E 
with, Lee is mainly played as an offensive character … that is 
……… When he gets a chance to attack. 
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Lee still has the same generic 10-String fro the orig- 
inal Tekken. Use it to push opponents away. Make 
sure to often follow Front Kicks with the first few 
hits for a surprise damage opporturúty. 


MNN Fer this combo you 


x should be in close 
k & for the first hit. 
Once the kicks con- 
iss nect, immediately 
go for the Low 
Kick - High Kick. If 
you have good tim- 
ing they will both 
hit and you will be 
set up for the 
Jumping Slide. 


The next few combos 
require better than 
average timing. Make 
sure to practice these 
juggles in Practice 
mode so you are fluent 
with them in actual 
combat. The Low Flip 
Kiek combos are the 
trickiest. Make sure you 
can connect with the 
Flips before you get 
yourself into trouble! 


Lee's kick chains excellent for whittling ewa at your opponents health 
bar. These chain attacks hit low quickly. from a standing position which 
makes them tricky to see coming. The first variation attacks low for 3 
hits, high far the last hit and totals 38 points of darnage. The second 
variation hits low at first then all high. 19 catch your opponent off 
guard, throw some standing lett punches jabs. then go for the second 
variation. This will get your gopanent used to blocking high after the 
first law attack as well as score some darnage. Now you should be able 
ED pl off toe first varlation and score all hits. If your opponent does 
not Hack the third hit, tiey will be unable to block the fourth. You may 
also use these variations on opponents as they lunge in with an 


The quick left punches and variations are among the best of Lees 
attacks. Yau can use these attacks wien your opponent is trying to 
lunge in with an attack. The jabs are extrernely fast and your hits and 
are great for pushing opponents away, Also use these quick jabs and 
Variations wien you block attacks. Once you have connected with gour 
first three to four jans, it is a goud idea to go directly into backhands 
for extended hits. Once you have knocked Gaur opponent down. follow 
with a slide attack or jump kick. 


When your opponent cornes in for an attack, you can counter with à 
standing rignt kiek. IF geur opponent is attacking, the right kick will 
Knock them into air and you will have a juggle opportunity For quick 
aamage, just go into a kick variation. Once tour opponent lands on the 
ground, immediately go into the Jumping Slide. This will take off decent 
camage and Yowl often have an opportunity to use this tactic. 


For good Keep Out Tactics, use the standing LP to 
push your opponent back, the add in a Front Kick. 
Onee you have hit your opponent with the Front Kick, 
go into a crauching left punch. This sets you up for 
the Hip Kick. Imrmediately after the crouch punch 
connects, use the Flijs Kick and then finish your oppo- 
nent aff with the combo of your choice. 


One set of moves Lee players frequently use is the Razor's 
Edge Cornbo and Low Kick-Higin Kick cornbos. If see them COM- 
ing. these pesky kicks can easily be shut down. As soon as WOU 
are hit buy the first low kick, black low. If the first variation is 
used, you remain low Hut black higt for the last hit. If the sec- 
ond variation is used, stat) low until the final kick passes Over 
your head or until your opponent Stops. Ther simply attack with 
a rising attack ar à throw. ee 


Lees left jas and backhands are a main attack tactic. Anutime 
a Lee hlocks your attacks, they will probably go into either tha 
left punches and hacktands. throw, or juggle. Mast often, Your 
opponent will ga for the backthands or à throw. This means that 
you should duck! If Lee goes for à throw. stand up with a throw 
of your own for the counter. You can also juggle after Lees 
hands pass over your head. However, if your opponent goes for 
the Tple Backtiands, ye should use à quick low punch for 
Ee safetl). 


Twa more things you need to be aware of are (is slides. The 
Jurnping Slide and Dragan Slide both hit low and can strike rela- 
tively fast. Most often the Jumping Slide is used after jUOgIe 
combos. The Dragon Slide is often used right after à crouching 
punch. This is hecaulse it COTES Out guïck, and a lot of the time 
opponents aren t ready for the attack. When YOU SEE LOUT 
opponent inch forward while crauching. immediately block low. IF 
you want to get tricky, you can Hij to Hap Kick. but You must 
be sure you have your timing down. n 


The last major thing you need to be aware of is 
the Blazing Kick. When you are attacking, many 
times a Lee player will go for the Blazing Kick. If 
you are in the middle of an attack and the Kick 
connects, ou will be popped high into-the air 
and left open for a big juggle combo. Your best 
bet to stop this kick is a dueking left punch as 
you see Lee crouching and lunging in. IF YAUr 
character has an Axis Shifting Move or à 
Reversal. you ran use this instead. 


Unfortunately, in every fighting game, it seems there has to be 
a “worst” character. You have just stumbled on to the section 
devoted to Tekken 2’s worst. Kuma lacks speed, move variety 
and fun factor. Yes you CAN win with Kuma, if you practice with 
him and you know the other characters well. The probability of 
this actually happening against an above average opponent is 
almost nil. Basically, the best thing Kuma is for is the “Talk 
Smack” factor. Like …”’Sheesh man … TI beat YOU with Kuma!” 
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ss 10-String combo is the exact same as P-Jack’s and Jack-2's #1. Relatively easy to perform, this 10-String is very easy to block. You can get away with using 
Arst 4 hits for Keep Out Tactics, but be sure to go no further than that. 


This 10-String is the exact same as P-Jacks, and one of 
Jack-2's. It's best to only use this 10-String to push 
your opponent away. Learn to execute the first 2-3 
hits quickly, and you will be safe from attack. 


AP PRESS 


Unfortunately Kuma 
ing the entire 10 hits or you will be punished by your opponent. Good deal huh? 


se 


with this 5-Hit, you can take off a quickie 56 points of damage — with little effort. he only tricky part is getting 
the Bear Heaven Cannon to connect immediately after the Uppercut. The trick is to wait until you see Kuma pull 
his arm back from the Uppercut. Once you get the timing down, you should be able to pull this combo off easy! 
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This combo has the same trickiness factor as the first combo. Make 
sure you wait for Kuma’s arm to come back from the Uppercut 
before you attempt the Front Punch. Once that connects, immediate- 
ly go into the Bear Knuckle-Double Uppercut for an easy 44 points 
of damage. 
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Here is a simple 2-hit Kuma combo which is in the high-damage 
category. Use the Megaton Claw when your opponent has missed a 
slow recovery move, or as they are charging for an unblockable. 
Then, simply choose which pounce to do. If you chose the harder 
Hip Press, you must run up about 2 character lengths, in order to 
hit your opponent. 


as one of the worst 10-Strings in the game. You should only use it to push advancing opponents away. Try to stay away from attempt- 


TT 


KEA 


15 win with Kuma. you have to have two things — patience, 
and a lot of time on your hands. Beating even above average 
opponents with Kura can be quite a task. Your best bet for 
winning is to overpower therm with Kurma's special moves. One 
gawerful attack is his Falling Body Press. If you can successful 
ly cannect with this throw, you can then go into a Hard Pounce 
for good dar nage. 


Another semi-decent tactie for Kura is using his Megaton Claw, 
then going into the Hip Press. This takes off about 107 points 
when the Megaton Claw hits for a ‘Clean Hit.” 


For Keep Out Tactics, Yau can switch up between Front Kicks 
and Jab Punches. to keen Jour opponent from attacking. Then, 
Wien You have pushed him awel), You can go into a Power 
Scissors. We have found that Kuma's crouching ®% is his mast 
valuable asset. This move is not extrernely fast. but it has veny 
goed range and ustiallty takes priority over most everyone else's 
High and mid attacks. Of course, this only works wiile in close 
and can leave You open. if yad are more than a few character 
lengths awal) 


A good wat to deal same darnage is to connect with Kuma 's reg- 
ular standing > then go into the Rolling Bear attack. This 
almost alwaijs works and is very hard to escape. Use the 
wien Your opponent Is lunging or attempting a jurnp kick. 


ING AGAINST 


Kuras Hear Heaven Cannon is a great juggle starter. The first 
hit af this attack comes out faster than Kuras standard right 
Jab and can net Kuma S8 pts. of darnage. It is often used after 
your blocked attacks that leave Wou open for a moment. Be 
Wart) Of using slow recover moves too often, as Kuma will be 

able to juggle you with this move twice in a row. for decent 


When Kurna's Megaton Claw connects for a “Clean Hit”, meaning 
Yau were close and nat blocking wien Kura executed it. expect 
the Hard Pounce to come crashing down on Wou, for IUZ pts. 
damage. he move is east) to block because gou can tell when 
Kurna is winding up for it. IF your character has a reversal or an 
ads shift, use His in place of the normal black. 


Kurna's Bear Scissors is definitely his main 
attack to watch out for. It can stop many 
characters attacks, and can lead to huge 
darmnage. If you are about 2-3 characters 
away, look for the scissors and prepare to 
either black ar Hop Kick. The mare experienced 
Tekken 2 players will go for the jvggle, so look 
for ggportunities when at à distance. 


Kura has limited throws and he doesnt 
cover much range with them. Mastly, the 
Bear Bite is used which you can get aut of Hy 
pressing Sb, just after you are grabbed. Don't 
redllty wort about fighting against Kura. as 
he is one of the worst characters in the 
game. If you have practiced with Your char- 
acter of choice, you should have no problem 
defeating a Kurna player: == 


Most Kurna players will onlty use the Salman Hunter out of des- 
peration, or to combo off the Ground Hress. Hont mess around 
wien this move is executed, be quick to block or attack, or 
xperience flight and big darnage. Running in for a juggle is best. 


The Rolling Bear attack is usually used after the Falling Body 
Press or when Kuma is at long range. The move looks intirnidat- 
ing but is simply blocked wiile standing. Kura will roll rigtt by 
Lau, if You Block it correctly and you can kick him with à low kick, 
if you are fast enough 


As powerful as Jack-2, P-Jack is the second bruiser in Tekken 
2. Often overlooked for some of the faster characters, P-Jack 
can win consistently against anyone, when played correctly. 
P-Jack also uses the same unorthodox fighting style as Jack- 
2, but he looks much cooler in the process. P-Jack flaunts an 
army hat and sunglasses while fighting and can be seen intim- 
idating opponents after he wins. If given an opening, P-Jack 
can take his opponents from full health to almost no health 
in just a few seconds. P-Jack has been known to utilize ex plo- 
sive juggle starters, as well as high power crushing moves, to 
destroy opponents. 
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EXPLODER SPRING HAMMER PUNCH 


Look for opportunities to strike with the first 2-4 hits of this 10-String. It is very 
sure to start the 10-String from far away, if you want to complete the entire string. That way, 


Wild Swings Kick in. If you can master the use of 10-String, you will be a force to be reckoned with. 
E 


oa 


effective for keeping your opponent away and it comes out fairly quick. Make 
your opponent won't have time to prepare to counter when the 


Here we have a little two 
hit combo that is almost 
as bad as Heihachi’s two 
hit wonder. Just smash 
your opponent with the 
Ultimate Punishment, 
then Hard Pounce on 
them. Simple, yet effec- 
tive, just the way we like 
them! Always try this on 
unsuspecting opponents 
when given a throw 
opportunity. 


TIMATE PUNISHMENT 


This combo has great starting hits. Use it when 
your opponent is pestering you in close. Make 
Sure not to go beyond the first 4 hits, or a good 
opponent will figure you out and whip your butt. 
Also, you can use the first two hits when you 

need some breathing space. Say you need to get 
far enough to use your scissors. The first two hits 
are perfect for accomplishing this feat! YAY! 


This combo is one of the most powerful com- 
os in the entire game. You won’t see it 
146 uch, but at least you know it exists. Start 
with the Dark Cutter. As soon as P-Jack pulls 
his hand back from the strike, do the three 
Rushing Low Punches followed by a hip 
press.You can get more damage, but we 
want you to figure out some stuff for your- 
| self. The only problem with Dark Cutter 

combos is that they are WAY too slow. We 
have dubbed it the “You Suck”, because if 
you ever hit anyone with it, you must say 
„YOU SUCK! to your opponent. 


A great move for start 
ing combos is the 
Exploder. Use this 
move when your 
opponent is attackins 
‘high or has just misses 
a slow recover move 
Voilá! Instant combo* 
Many-a-high damage 
combos have come 
after the Exploder. 
Learn to useit to yoss 
advantage! 
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P. JACK 


Remember P-Jack is extremely similar to Jack-P and his rriein 
advantage is power. He also suffers from slow recover moves. In 
order to become proficient with P-Jack, you must develop a defen- 
‚Sive style strate like Jack-2, but Yau can attack with a bit more 
‚ Success. Whien your opponent begins to attack. get ready to 
defend, then counter. If your opponent attacks high. and yo 
erouch undermeath the attack, immediately ga for the Hell Press to 
the ive Bomber for I00 points of darmage. then Hard Pounce on 
them. This takes off HUGE darnage and is very easy to execute. 
Wien you attempt this move. Jou must make sure You are right 
UD Ext (0 YOU OHPpoNneNnt. or else au will haunce right off of therm. 


For starting juggle combas, P-Jack has a great move called the 
Splader. The Exploder knocks opponents way up into the air. gving 
You a lot of time to decide which juggle to use. When gou are at a 
distance, go for the Exploder for surprise. It really isn't fast enough 
ED use after Your opponent misses slow recover) moves, but it is 
excellent to use when your opponent is in the middle of their 
attacks. Sometimes, the best set of moves to use after the 
Dploder connects, is simply the start of his I0-String cornbo. This 
will juggle your gapanent for many hits and definitely take off con- 
siderable damage. It is best to wait until the knocked-up opponent 
5 right about ta hit the ground before your start the I0-String. That 
Wal). YOU can get more hits of the I0-String to connect. Yau may 
e also combo jee a standing Left Kick to 
7 another SEE 


The Double Harnrmemfdauble Uppercut is a great move to use if your 
Spponent is attempting an attack. The Double Harnrmer/Dauhle 
Lopertut cormbos with the Hip Press for an east 3-hit combo. IF 
SOU OEponent constantly attempts the same attacks over and 
SVEN dein, HOB aut with the Omuble HarnrmerOouble Lppercut. 
Wien it CONMECtS. GA will naw He in position to attack with the 
Megaton Sweep. In many instances, Your opponent will stand up 
Sd not tink about hacking law, because they think they are just 
ut of range. 


With throw opportunities, its hest to go for the 
high darnage moves. Your best het here is the 
Ultimate Purishrnent throw. This is because. once 
the Wtirnate Punisthrnent connects. you can 
immediately go into the Hard Pounce for up to 05 
points of darnage. he only drawback of this tactic 
is that the Ultimate Punishrnent starts off with a 
counterable throw. If you find Yourself getting 
countered when gou attempt the Ultimate 
Punishment. you have obviously been figured aut. 
Now its gaur chance to go for the Slam Down. 
Switching up between these two throws, as well as 
utilizing Your Exploder, will definitely bring Yau 
much dlaser to victor. n 


P Jack can da an easty 95 points of darnage with his sinple 
Ultirnate Punishment attack. followed bij a Hard Pounce. This 
means you need to be ready to press your $% to escape this 
heavy damage. Since it is so easij to do, and so dammaging, 
expect to he countering this throw often. When you attempt 
your slow recovery moves, and gou think you are about to get 
thrown, quickig hit ®% Oort just stop here. Once ya escape 
from the throw. gaur ggponent will typically not be readij, since 
they thought the throw was going to he successfijl. Now. go for 
a throw of your own. If possible, go for a special throw. That 
wal Yau have countered the Ultimate Punishment and deliv- 
ered an uncounterable throw yourself. 


Watch out for P-Jacks Body Press attack. If this connects wit 
you, gou will be open for a Dive Barnber attack, which will proba- 
bly end u killing You. When you see the Body Press coming, 
Simply ceunter with a standing right punch or a Front Kick … 
depending on wiich is faster for Your particular chiaracter. This 
MOVE js alen easily cauntered with a fast Hop Kick. which ulti- 
mateliy leads to big darnage combas. 


Angther move that Yau must be ready to block is the Fower 
Grciscors. This ie one of P-Jacks surprise moves and can take 
you down if ya aren't ready for it. When gyour opponent is 
about 2 character lengths away, you are in range for the Power 
Scissors, so make sure you are always ready to quickhy block 
high. A good P-Jack player will use fast Keep Uut Tactics and 
add in the Power Scissors for a change of pace. If you are USING 
a fast character you can go for a Hop Kick counter. If your 
character has an Axis Shifting move or a Reversal, you cam go 
for these also. In ant case, a Hont Kick alwaujs knocks P Jack 
aut of the scissors. === 


[re diving Attack can be tricky to guard 
against. This attack only hits low when done 
from about 5 character lengths awa. Most P 
Jack players will use it from a distance and not 
attack with it until their onoponent moves or 
does an attack. Simpy fake a few steps back to 
initiate the dive, then block, if he takes the bait. 
Now, enjoy a juggle or Your mast darnaging 
throw. IF you have a quick enougt Unblockable. 
go for it when your character has fully blocked 
the Dive Attack. 


A. King is one of the most powerful bosses in the game. He 
has an excellent mix of speed and power, and should never be 
taken lightly. Often used for offense, a good A. King player can 
keep opponents blocking an entire match, and make it almost 
impossible to attack. A good choice to play, if you are tired of 


King, and want the same style play, with a few added moves. 


A. King does not have King’s Multi-Part Link Thr 
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When your opponent gets in close, use the first 4 hits to push them away. You can also attempt the entire 10-String, since it is pretty tricky to block against for 
newer Tekken 2 players. Look for opportunities, after missed slow recovery moves, to strike. Sometimes, it is wise to stop after the 9th hit because, if it is blocked, 
you will be left open for heinous damage. 
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Unfortunately A. King didn't receive any new 10- 
Strings for Tekken 2. He still is using the same old 
one from Tekken 1. Use the first hits in your Keep 
Out Tactics. It is easy to chip away using it. 


Here is a combo that 
you'll have a lot of 
opportunities to per- 
form. Wait until your 
opponent comes in 
| for a high or mid 
B attack, and let them 
have it with the Black 
Eijl Smash. Once the 

àl Smash connects, fin- 
ish them off with two 
sets of 1-2 punches 
and an Ali Kick. 


kes to fight in close, ce 
op them up with a 
‘Hop Kick. Then, 
smash them up with 
some 1-2 punches 
and a Convict Kick. 
The other 2 hit here 
yields ridiculous 
damage. Just a sim- 
ple Dark Smash then 
a Super Knuckle 
Bomb takes 92 points. 


Your main offensive weapon with A. King should he the Black 
Smash. Use this move when ou are ahaut 2-3 character lengihs Aval) 
and aur opponent is attempting too many Le punches or Front Kicks. 
Since this move pops your opponent into the air, make sure you have 
your juggle cormbos down. Another time to use this move is right after 
Your opponent has missed an unblackahle. This will take off even more 
darnage. More experienced players often use the uppercut as an adidi- 
tion to their Keen Out Tactics. 


As far as throws go. A. King has a ton of therm. 
The only thing he doesn't have ís King's infamous 
Mul Part Links. The one thing A. King does have. 
that makes his arsenal of throws dead). IS his Steiner 
Screwdmver. This little link starts off with the hast 
Suplex. then gets chained into à huge Filedriver. result- 
ing in 65 eas points of darnage. The only drawback 
to this throw is that it can easily be countered with 
with both right buttons. Hont use this throw too 
often. It is 5 good idea to always throw with: the 
| Locomut Crush. that wat your opponent will Get 
\ into the habit of mashing on beth left buttons wien 
they see a throw corning. This opens the door for an 
uncontested Steiner Screwdriver. ee 


Another good move of A. Kings is his Super Kmuckte Barnb. This 
| move is excellent for finishing juggle combos. You can also use it 
aut of the blue and, if it connects, add a second Harmer Smash 
[ur twice the darnage. If you ar@ ín dose to Your doporient, dort be 
afidid to Use it here, too. Mary tirmries, A. King will rotate IBD in the 
air and smmiasti his opponents on their necks. Tb add darnayge, after 
connecting with this attack. go into 1 or 2 Ali Kicks. This will push 
your opponent awe) as well as bring therm closer to defeat. 


For quick and insane darmage, try connecting with A. Kings Dark 
Smash, then using a Super Kruckle Bornb. When these two moves 
connect, it takes off more than 87 paints of darnage. Use this mini 
combo when about 2 character lengths away, and when Your oopo- 
nent is over using their Keep Out Tactics. You can set Yourself up 
for this move bj using a duick set of 1-2 punches, then going into d 
Fruit Kick. As suo ds the Frunt Kick conriects, go into tie Dark Srrast:. 
This puts you te correct distance awal) to slip right undermeath Your 
opponents high attacks. 


Like King. A. King can also juggle with his quick 

Hop Kick. Use the Hop Kick to stop incoming Front 
Kicks, as well as stopping Unblockatles as they change 
up. It is wise to have ijnur juggle cambos well prac- 
» ticed, as it can mean the difference between almost 
winning, and winning. Look for juggle opportunities 
as Your opponent attempts IU-String combo's, as 
well. On the Whole, A. Kings Hop Kick is faster than 
mast I0-String starters. 


A. Kings Straight Arrow attack shifts off the axis 
to dodge an oopanent's attack, then A. King leans 
in wit a srnashing fist. This attack cornbas with Kings 
Hard Pounce for 58 points of darnage. When gour 
opponent is going for a slow recovery move, You 
go for the Straight Arrow! Be sure to ONLY use this 
attack against slow recoverty moves, or a seasoned 
Oopornent will dick below your fist. ther erjay a free 

Juggle or throw. 


The Steiner Screwdriver is one of A. Kings most dangerous rows 
and you should be ready to counter it at all tres. Since it starts with 
both rights, gou can counter it with beth rights. The reason it is impor- 
tant for you to be aware of this throw is because it takes off huge 
darnage and is very easy to execute. If completed, the Steiner 
Srcrewdriver takes off about 65 points of darnage. A. King does have 
more powerful throws, like the Giant Swing, but they require more 
d-pad presses. When tja missa slow recovery move, be sure WOU are 
ready to mash on your right buttons, as You will immediately break 
gut af amy Steiner Screwdriver attermpts. Now 
go far a tirow. 


The Dark Srnash is going to He used to go under 
your hit attack strings and combo for big dammage. 
He sure not to start high strings WnleSs Yot are SUre 
the first hit will connect. When A. King is aut of attack 
range, throw somme high attacks to coax A. Ki ing into 
his Dark Smash. Block the attack and counter with 
your bast throw or Ten 


With the Straight Arrow attack, A. King steps to the side to dodge 
your attack, and then comes in for the punch. The punch can be 
followed with à Hard Pounce for additional darnage. This means Gou 
need to watch out wien Using slow recovery moves, like Side Kicks. 
IF you notice Your opponent is trying to use the Straight Arrow attack 
am Yot. Start using fast recoverty moves, such ds 1-2 punches and 
uppercuts. You should then recover in time ta duck this attack, 
then counter with a throw or rising attack. 


One of the A. King's most important tactics is 
his Super Knuckle Bornb. First of all, because it is 
unblockable: Second, because, if the first hit con- 
nects. A. King can chain a second one an uncon- 
tested. The easiest way to stop this attack is to use 
aà simple standing left punch to knock your opponent 
aut of the air. With practice, you should be able ta 

juggle our ggponent, after using the standing punch. 
IFyour opponent attempts the Super Kmuckie Horb, 
wier in clase, and it looks as if it is going to go 
over aur head, be careful. Sometimes, A. King tums 
Ground in rmid-air. This can lead toe big smash right 
on BEE Hemisns MECk. 


Just like King, the Stur Elbow and I-2 Punch chains are A. King's 
best bet for a Keep Out Tactic. They do a decent amount of dam- 
age and vany between mid and high attacks, keeping you from sneak 
ing under for a big darnage move. Fortunately, A. King does not 
have King's Unblockable Elbow. To make up for it, A. King will proba- 
bly use more of te lov jab-uppercut chain to make his Keen Out Tactics 
more of a threat. This little chain is faster than the narnal punch chain 
amd attacks low then high. It is often used when an opponent rust 
es in. Ty stepping in te lure A.King into the low jab-uopercut attack. 
Stop short so the low hit misses you. then black the high attack 
and counter with fast attackS of WOU OVT. an 


One main juggle starter you should be aware 
of is A. King's Back Smash. This move can pop out 
very fast and surprise you Huy kmoecking you into 
the air. Mostly used after you miss Your slow recov- 
emy moves, this move can lead to huge juggle corm- 
bos, if you play recklesslyj. Keep your slow recovery 
moves to a minimum and use your Front Kicks to 
keen SEE at Hal 


When A. King is crouching. look for the Lunging 
Wppercut. This is yet another one of A. Kings jug- 
gie combo starters. If your opponent attempts one 
af these Wppercuts while in dose, quickly COUNter 
with an uppercut of our own. This will prevent A 
King from knocking au into the air and reward WO 
with extra darnage, if it hits while A. King was in 
the middle of his move. 


In terms of winning ability, Ganryu is one of the worst char- 
acters in the game, As far as the fun factor goes, Ganryu is very 
fun to play. Ganryu DOES have the ability to beat some of the 
better characters, but it requires a lot more patience and prac- 
tice. The one thing that gives Ganryu a bit of an edge is his abil- 
ity to juggle opponents from a sweep as well as by ducking 
under high attacks. Ganryu also has a very deceiving 
Unblockable, which often can lead opponents into believing 
they are safe from damage. Ganryu should be played offen- 
sively, if he is to hold his own against the better fighters. 
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these 5 combos, Ganryu proves he has some power up his sleeves. As always, look for opportunities after slow recovery moves to strike witha juggle starter. The 
s that start with the Thunder Palm are easier to execute. These are best used when in close to your opponent. Mix in the Thunder Palm with your Keep Out 

„As for the combos that start with the Megaton Float, they are a bit harder to perform. First of all, make sure you have practiced the Megaton Float, until you 

get it off about 95% of the time. Then, make sure you get the timing down for the second hits in each of the combos. In each of them, you must hit with the second 

early. Once you get these juggle tactics down, you will be unstoppable with Ganrya. Well … almost. 
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GANRYU 


When fighting as Ganru, remember to always remain on the offen- 
sive. Constarnthy switch up between high, mid. and low attacks. 
amd Use throws as well. The hest way to start the attack is to Lice 
MIS Scissors. This move springs out quick, and can catch oppo- 
nents off guard. Use this move when your opponent is |-2 char- 
acter lengths awal). Also, to get in position for the Scissors, use 
an umsuspected Front Kick. As soon as the Front Kick connects, 
go into the Scissors. This usually entices opponents to attack, 
then Hey receive the full force of the scissars. 


&anryjw's Thunder Palm is great for knocking your opponent on the 
graund. If you connect with this move, you can immediately 
perform a Hip Press or go far the combo provided in Garmyus combo 
section. Get our ogpornent Blocking Fight with lor 2 Rustig Funches, 
term immediately go for te Thunder Palm. If you are platjing against 
a skilled Tekken £ player. ya can opt to ga for the law Breaker 
throw instead of the Thunder Palrn. This works almost as well as 
the first tactic, Hut is un-counterable after the throw connects. 
After connecting with the throw, immediately go for the Thunder 
Palm as your opponent tries to get up. 


The best thing about Ganryu is his ability to juagle. He has an excel 
lent move called Megaton Float, wich launches ogporents higt 
inta the air. leaving you plenty of tirne to prepare to juggle. The 
Megaton Haat comes out relatively quick and passes under high 
attacks and slow recovery moves. Look at Ganrtyju's combo list 
and practice the high darnage cormbas to ensure victory when Gout 
connect with the Megaton Float. 


Ganryu's Rushing Funches are good to keen your 
ggponent blacking. This can lead to throw atternpts 
amd juggle anportunities. Wien you are in close to 
your opponent. go into the first 3 or 4 hits of 
the Rusting Punches. Going past 3 or 4 hits Is not 
wise, Since Wour opponent will be able to crouch 
underneath or even have time to set up a rever- 
sal. If gau want to use this move often, perform 
the first 3 hits consecutively, stop, then exe- 
cute therm again. This will maintain a constant | 
attack and set you up for tie Uirgw. 


Also good for chipping away at your opponents 
health is the Kabuki Palm. This move comes out 
with decent speed and can be continued infinite 
ly. Its best to use this move after an Lppercut or 
Front Kick. Don't go crazy and use it more than 2 
or 3 times Huug, Because your ooponent will even 
tall eam a watj to escape anar counter Ít. 


Ganryu's Unblockable is one of the mast confusing ones in the 
game. Yau can tell he is about to use it when he gets down low to 
the ground. It is hard to knock Ganryu dut of this move, because 
only vert low striking attacks hit it. It is your best bet to jump back 
aut of range and be reach) to throw wien he finishes Iunging. 


The Megaton Float goes under high attacks, has good range 
and,when executed from far enough awel, can lead to 82 pts 
darnage. The only problemn is that the move comes out Slow ard 
is easy to detect. Basically, just pay attention and you should not 
be hit wien it is used fiene 


Ganryus string of Rustig Punches are often used, though east) 
to block. Sometimes, even if you dart Hlack the first few hits, JOU 
cam Still hold back on the d-pad and block the remaining few. YOU 
can also duck these Rushing Punches, which gives you the oppor- 
tumituy to throw or start off a juggle combo with a rising Wppercut. 


Garnryu can also use his rising Double ae 
Hammer to counter high attacks. In addition, the Hip 
Press can he chained onto the end, for even more 
damage. Be careful, when attacking high often, against 
Eanryu, as you will be susceptible to tis attack. 


Look for Ganrtju to use his special throw aften 
since it it is easy to do. Though the throw is not 
reversible, it only does 35 pts. damage. Marit) 
Garry players follow up this throw wit the Thunder 
Palm. imply tap up and black low immediately. 


4 
For the most part, Bruce is an average character. Don’t let his 
rating fool you, he is very deadly in the hands of a skilled play- & 
er. Bruce can trick opponents into blocking incorrectly, an, 
can chip away at life, as well as smash you into defeat. Fighting Bl 
with Muay Thai style kick-boxing, Bruce attacks with power- B 
ful elbows, knees, and kicks. Look for explosive speed and good g 
juggle damage as well as a couple of dangerous Multi Part | 
Throws. Bruceisa ‘‘sleeper”… Rated at 15, he can easily fight 7 
the top 5 and hold his own. It is just more difficult than if you 
were playing with a better character. 
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Bruce has“many dam- 
aging combos. Learn to 


recognize juggle oppor | 
| tnities and use them to 


your advantage. His 
Sidewinder-Hard 


B Pounce breakfast-break H 


super combo meal is 
fast, filling and nutri- 


Sel tous too. Use it for 95 


points of damage! 
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On the most part, Bruce has tons of chain attacks. He has à ot of variations of kicks and punches which can really ness 
with an opponents blocking. Before you set out to take any great lekken 2 players on with Bruce. make sure you have 


all [or mast] of his chains down. 


IF you want to take sume quick darnage off your opponent witin 
them having little chance of Blocking. ga for the Wacky Runs chain. 
This is unblockable if the low kick connects, and it will get them 
O% nf the tre. You can also use the Nutty Attack for three quick 
hits. Either war) this makes many a Tekken 2 players frustrated 
and left saying “Brure Sucks.” ar “Thats Cheap.” Listen..all you 
need sat is “Leam to block sucka.” This move real leaves WOUT 
opponent with a guessing game. Since you can Switch up tie chain 
to also hit midde in the place of the low kick. many LMES our 
opponent will block low and get hit in the face. Even the computer 
falls for this movety it and see where Wou can fit It In to YOU 
fighting stula. 


Another great feature of Bruce is his “pretty” juggle vormbos. They 
have a Int of basic moves in them. and look exceptionally difficult. 
The truth is they aren't all that hard. With a bit of practice Wou 
should he able to execute all of the combas listed in the combo 
section with ease. Bruce alen has excellent combo starters. HIS 
best starter is his Hop Kick. We only listed one combo in the COT- 
bos section, starting with the Hop Kick. This is so Jou can exper 
ment with it and ty to make your own awesome juggles. When in 
clase to Your opponent. look for opportunities during tour Keen Out 
Tactics to use a Hop Kick instead of a Front Kick. Instead of simply 
taking a bit of health off, gou will get à juggle opportunittj and have 
_ a chance to take off tons of health. 


The last main thing for Bruce that is ven darnaging is his Multi Part 
Throws. Both start off the same wat). Once the Enbracing Knee 
Strike connects. you can either go into a Tumbleweed or finish the 
4-Kree combo. Even though the 4-Knee combo is escapable, it is 
alrmast impossible to do so. If you sense a chance to get this Multi 
Part Throw off.….go for it. Once it connects, darmage tiel 


When in close to an opponent, the most frustrat- 
ing thing you can do is keep them from attacking. 
This is accomplished with Bruces excellent Keen 
Out Tactics. The first thing to do is keep a steady 
stream of Jab punches goïng. Use standing left 
punches often when in dose to pop your oppo- 
nent in the face. Then, add in some side kicks to 
keep your opponent blocking. Then to really get 
ther mad, use the Stonping Kick Knee. This will 
Straight kick them in the stornach, then when 
your ggponent tries to attack, it will stun them 
with a big knee to the chest. Now you can bust 
Out à juggle cormbo. Also, es usual, yaw can add in 
randam Front Kicks for an even more stable 
attack-proof Harrier. 


Bruce's Keep outs are not the fastest hut they have some nice 
range. His punch combo is great for knocking you back and has 
some mid hits to Keep you from dueking, plus good damage 
its à lot like Kings Punch combo and usually gets between 37 
and 590 points of damage. The main thing to he aware of Is his 
long legs. Bruce can knack you back with a push kick, then fol 
law up with a long stretched side kick, Just watch for that 
added or Side Kick. lunge back out of its range then charge in 
for an attack while his foot retracts.… Paul's Death Fist punch is 
am excellent example with its High darnage and great range and 
Speed. = 


Bruce's Gatling combo is one you MUST be aware of. Yau will 
probably run into this cormbo every tre you fight Bruce. he 
combo does catch a lot of people off guard but dont be fooled. 
All of the hits strike high, except the 4th and final hit. This 
[Move leave Bruce wat open for a throw when he misses or it is 
blocked. 


Now Lat you have rendered the most used combo useless, 
this cormbo is sure to follow. If you get hit ay te first knee. the 
second knee will combo for 35 pts. then you can black the tid 
hit. The problem is. you dant know if the third hit Is going high 
or low.… and the final hit allows for a low kick while you are on 
the ground for a 90-58 pts combo. [59 for low attack, BH for 
high attack]. This guessing game ís not very fun and it's better 
yau remove the situation before it arises. You can Use Your 
fastest jab to keen Yourself out of the gquessing Gare Hy pop- 
ping Bruce in the face just as his last kick is going tO COTE OUt. 
Yau are rewarded with a punishrnent opportunity IF you Hlock all 
the hits correctly. 


Bruce's simple Front Kick to Knee is a tiny little 
move you must be anare of. You will learm to | 
notice the first Front Kick, and know that the 
Knee stun will follow. Just remember to just 
black as soon as you see the Front Kick. If you 
are fast enough Yau can Ustiallj go for a quick 
erouching punch in between the Front Kick and 
the Knee, but you must be veny fast. 


Another simple Brice move that car leave WOL 
defeated if you aren t prepared. This move is 
east to recognize and block. Just block low 
when you see BHruce's body twist and go low, 
then Block high for the Lppercut. As a reward 
for the two part block, you get an opportunitty 
to bust out with a nice juggle combat If gauw 
only black the second hit. you are knocked a bit 
and cant retaliate. 


Bruce Can Flip Back and then fly in with a kick | 
that attacks all the way Up to the point (Tom 
which he tapped back twice to do the flip! Sn 
don't follow a flipping Bruce unless Your fist or 
foot is leading the charge. wich is a good ideal | 
You can usually step in a bit and get a juggle, or | 
walt fust in front of were Bruce started tapping 
hack. and juggle hirm wien he artives-misses- 
and is stuck in animation. Our favorite tactic is 
1 Use moves like Paul's Death Fist as Hue 
runs in or starts an Unblockable. A well tired 
unblackable will smack Bruce wien he arivesl 
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Roger / Alex is basically King from Tekken 1, without a 10- 
String and a few added moves. To put it bluntly, Roger / Alex 
is garbage. If you want to win against a skilled Tekken 2 play- 
er, you will avoid them at all costs. However, if you decide you 
need a challenge, you can practice as Roger / Alex and go up 
against some good players. You’ll probably find that Roger. /Alex 
lack big in the way of useful moves. Their only high point is 
the fact that they have a bunch of throws. They can also use 
their Animal Uppercut in juggle comkos, which does give them 
a kind of “fun factor”. Hey, what can we say? … they make 
funny noises when they fight. 
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after missed slow 
recovery moves and 
during your oppo- 

„J nent’s super move 

g} charges. Practice 
combo 2, as it looks 
the best and has 


decent damage. 
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When fighting as Roger/Alex, be aware Wou dart have a great chance Lo win, iF you are playing against an opponent with 
even a minute hint of skill. Sure …if you practice with them, and yo know the majority of te other characters Moves, 


ROGER/JALEX 


yau can win. We just rate therm so low because almost everljone else is more usefiu. In all actuality. Roger/Alex can be 
quite useful. They have decent juggles, good darmage Moves, and sore crazy tactics to hont a 


First of all. remember your Hop Kick. This is probably the most 
valuable weapon in Roger/Alexs arsenal. Wien in close, Use Your 
2 Punches to push your opponent away. Then, as The) 
advance, hit therm with the Hop Kick for a juggle opportunit). 
The best thing far you to do here is use your -@ punches right 
after the Hop Kick connects. then go into an Animal Uppercut. If 
you manage to get te Wppercut to connect, finish: ther off 
with the Frankensteiner for 86 points of darnage … WOW Not 
bad for a Kangaroo and a Lizard, ehh? This combo takes loads 

| of practice and isn't often seen in actual combat … but its 
there…so get it down and kick same butt. 


The second best line of attack comes from RogerAlexs Rustig 
Punch Cormbo. This string is very helpful in getting yourself 
some breathing room. When your opponent is too close to WOU, 
use an Elbow to stun them, then go into the Rushing Punch 
Combo. They wont be able to do amything but block the first 
few hits, and if they are wise they will reren blacking. IF gou 
are playing against a daring ooponent. they might know that 
they can Hop Kick you after all the punches strike. 10 plat) It 
safe, only use the first @ or 3 hits. Randornize it, So our OPPD- 
nent won't know if you are going to use @ or 3 or even all 4. 
That way, wien your opponent thinks you are going to onl use 
2. they might ty something tricky and get a punch in the face. 
This tactic also sets Wou vn for throws. 


The last critical thing to know about fighting 
with Roger/Alex is how to use their Stur Punch. 
IF you catch Yyaur opponent with this move as 
they are attacking, Yau will double-therm Over. 
The best thing to do here is to use a throw. Dur 
suggestion is the Tornbstone Piledriver. Once 
the Piledriver connects, use an Ali Kick. When 
that connects, use one more to finish the 
cormha off. This doesnt register ds à combo, 
but it is un-escapable, if the Stu Punci CON- 
nects. This is one of the hardest maneuvers in 
the game to pull off, and both A. King and King 
can da it. IF you can get this chain off about 
50% or the tirne you ty it … congratulations! 
… Yau may have a chance with Roger/Alex after 
all. EE 


To win against Roger/Alex, you should try tsing therm once or 
twice to learm their basic moves. That way, you! can identify 
them as you fight against Roger/Alex. The main move you need 
to be aware of is the Hop Kick. This move starts mast of 
Roger/Alexs juggle combos and takes off 25 points bu itself. 
When added to 1-2 punches and frankensteiners, it can really be 
dangerous, prepare for it. Most often, your opponent will use 
the Hop Kick wien right next to you. Mamy times, it's mixed in 
with Keen Out Tactics and can pop aut gulick. If you are in clase 
cambat with an opponent and they have just Struck with some 
2 punches, the Hop Kick will probably follow. Also, dont rush in 
too often when fighting Rager/Alex. The Hop Kick is often used 
in this situation. 


Another pesktj move you should be aware of is the Stun Punch. 
If this rmave hits Yau while you are dttacking, you will get dau- 
bled over. This is not too bad, unless our ooponent knows the 
“Glikatel Certain-Death” chain. This chain starts with the double 
over, then gees into the Tombstone Piledriver and two Ali Kicks. 
IF yau get hit with the entire chain … you will most likely be 
defeated. The good news is that almost no-one in the entire 
World uses or can Use this tactic. However, just because Your 
gEporent will probably us the Iomhstone, WOU stíll need to be 
ready to get thrown. Most opponents ty to throw after a Stun 
and usually it's with both left buttons. If you see à Throw com- 
ing, just rash on your left buttons and tau will escape 80% of 


Make sure You are aware of the Ali Kicks. These teer little 
kicks can also leave Wou stunned. he same escape tactics 
apply for the Ali Kick Stur as for the Stun Punch. Also after the 
Ali Kick Stum, opponents try the Hop Kick. This is easily) blocked, 
{F yau just keep cool and hold back after the stun. Ae he 


The last major thing you need to he aware of is 
the Rushing Punch Combo, this is often used. 
and you should know how to counter. When im 
clase, the Rushing Punch Cornbo will strike 4 
times, then Roger/Alex will wind up for a huge 
punch to your chest. Block all four hits, then 
throw or Hop Kick as the windup begins. This is 
an excellent opportunity for a juggle and should 
he raken advantage of. If you want to start the 
Rushing Punch Cambo hefore it starts, a simple 
Front Kick will do the job. 


SUPER SPINNING THUNDER GOD FIST 


‘This is one part of Kazuya’s set of two tricky 10-Strings. This one hits with the Low Kick and sets up the opponent for the Gut Punch-Uppercut. This is a great 
10-String to use and you can definitely go past the first few hits, unlike some of the other characters. Use it when in semi-close…about 1-3 character lengths 
away for optimum usage. 


Kazuya has some crazy 10-Strings that often 
make mincemeat out of his opponents. Unlike 
most characters, Kazuya can use his full 10- 
Strings and most likely he can get away with it. If 
you are in close, go for the middle variation and if 
you get past the first few hits, you are almost 
assured of full connection. Now if you are playing 
against a decent opponent, make sure you vary 
up the different strings so you don’t get figured 
out. Look for opportunities to use the first few 
hits after you knock your opponent up with a 
Wind Godfist. 


BACKFIST COMBO 


BE 


Kazuya is one of the most powerful characters in the game. & 

If he has a reversal move, he would be ranked #1 or #2 hands 8 
dowm. Unfortunately Kazuya is lackinga reversal so heis placed | 
at #5. Kazuya is lightning fast and very powerful. Kazuya also Bj 
has excellent juggle capabilities that yield high damage. Kazuya W 
has an almost even balance between offense and defense, Ml 
and can be played either way. In our experience we have found En 
that the best way for him to be played against skilled Tekken W 


2 players is defensive. 


DOUBLE FACE KICK 


1-2 PUNCHES 


HEADBUIT 


WIND GODFIST | STANDING PUNCH BACKFIST COMBO A 


are very easy to execute. 
Look for opportunities 
after or during slow recov- 
ery moves to use the Wind 
Godfist. Of course this 
pops opponents up for the 
juggle and you can easily 
finish them off with the 
ones we have selected. 


SUPER SPINNING UPPERCUT {HARD POUNGE GUT PUNCH _ f STANDING PUNCH BACKFIST COMBO 


ELSE Sum Ki KIR Cembosare Kazuya's forté. Since you will be 


A 


Kazuya, you'll have to learn these juggles to be 
Komiek Most are straightforward, only the Gut 
\ “punch combos need explanation. For the first Gut 
Punch Combo, you need to strike with the Double 
Uppercuts as soon as you can. For the second Gut 
Punch Combo, right after you connect with the Gut 
Punch, wait until your opponent begins to fall 
backward before you try the stated attacks that fol- 
low. This way you will pop them up for the remain- 
ing hits. 


el 
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When fighting as Kazutyja, Yau always want to be ready to strike 
with a juggle starter. Kazuya has twa great ones as well as a 
few mare decent ones. The main twa you shauld be aware of 
are: Wind Godfist and the Double Wppercuts. Of the two, the 
Wind Godfist is definitely the mast usefil. It can strike with 
blinding speed and is hard to defend against if used correctly. 
Many times its wise to just pop out with a Wind Godfist. Your 
opgonent will see your crouch down and this dares them to 
attack. Your Godfist will pop them up and leave therm open for a 
huge damaging juggle cornbo. After your opponent is in the air. 
hit with a standing left punch. Then as your ogpanent falls 
again. immediately go into the Backtiand Cormbo. This hits 5 
Hmes and takes off 70+ points of damage. 


Another good tactic to use is Kazuwja's Sidestep. This move 
evades almost ant ancaming attack and can put Gou in a great 
position to throw ar combo. bet your Keen dut Tactics down bly 
using randorm Front Kicks and mini-uppercuts. Then when You 
think your opponent is going to try to retaliate, go for the quick 
Sidestep-throw methad. Meaning, as yau sense the attack, tap 
forward, then as soon as Kazutja goes into his Sidesten, per- 
[orn a basic throw with both lefts or both rights. This can get 
very frustrating for yaur opponent as the will be attacking at 
thin air as Kazuya dodges to the side, leaving them open. Other 
was to keep your opponent at bay is by using low hitting Keen 
Out Tactics. As your opponent gets near, quickly go into a 
crouching left punch, then use a Gut Punch. Wien it conmects, 
you will stuur your opponent leaving therm open yet again for 
another juggle. A gredt wal) to use the Sidesten for starting JUD- 
gles comes bj wai) of the Wind Godfist. Go into a Sidestep. 

then immediately perform the motions for the Wind Godfist. As 
you are about to comme aut of the Sidestep, press right punch. 
You will Sidestep then pop aut quickly with the Godfist and Wour 
opponent want know what hit them. 


Since Kazuo is very fast, its wise to use his 
dueking lunge to your advantage. If you the Wind 
Gudfist matians without pressing a buttorm: 
Kazutja will crouch down and lunge forward. If yo 
learm to time this correctly, You can Use it when 
your opponent misses an attack for quick throws. 
Also, Since Kazuyja has three moves aut of the 
dueking lounge, Yan can chose to go into either of 
them depending on your sitvation. Say, far 
instance, Your GEEENent ie attacking mid, WOU Carn 
chose the Wind Godfist for a quick juggle opportu- 
nit, IF the are attacking high, Yau can go for the 
Hell Sweeps or the Thunder Godfist. Learn to judge 
where your opponent is going to attack bij studiy- 
ing each characters moves if you have the time. 
This will definitely give Yau an advantage when 
fighting as Kazutjd. 


When fighting against Kazutja, you must be aware of his twa 
main juggle cornbas starters. The first is the Double Wgpercuts. 
This starts off with a left uppercut then a right uppercut. If the 
Second hit comiects. Yau will be gopped into the air and left 
open for a jLggle. Mast af the time, the Double Uppercuts are 
mixed into Kazuwyas Keep Uut Tactics. So if your opponent iS 
throwing a lat of Front Kicks, be ready to counter his Double 
Upperctits. They usually follow Front Kicks. The second main jug- 
gle starter is the infamous Wind Godfist. This move ís a lot 
quicker than the Double Wogercuts, and leads to higher darnag- 
ing combos. Use a lot of Front Kicks to keep Kazuye Heck. This 
Will stap him trom getting ant moves off that start with the 
crouching lunge. 


The second thing you need to be concerned about is Kazuya's 
Sidesten. By using too mamy slow recovery moves you are leav- 
ing Yourself gaen to Hie Sidestep and amy irmnpending darnage. IF 
aur opponent is constantly attacking. he/she is probably wait- 
ing for you to counter attack. That walj our opponent can 
Sidesten and start a honey-me-juggle on your buttocks. Ihe 
hest way to get Yourself safe from Kazuiyja's crazy Keep Uut 
Tactics is to jump back and tap right kick. It isn't veny pretty but 
it often catches your opponent off guard. IF vour character has 
a reversal or am axis shifting move. Ya can catch Kazuwyja off 
guard Ay grabbing an autstretched limb or sidestenping his 
attack, 


A vert dangerous move in Kazuyas arsenal in his simple 
crotiching linge. This move leads into three different moves 
gyau should be able to recognize. The first is the Hell Sweeps. 
Yau can tell when Kazuya is going to go for the Hell Sweeps 
wien He remains in His low stance as the lunge is about to fin- 
ist. The hest way to counter this is to hit him fast with an 
Wppercut or a Front Kick. 


The last thing yau need to look out for is the 
Gut Punch. This move comes fram a crouching 
position and can stun yaw. Since Sturm ustalltj = 


juggie combo. and Kazutyja = juggler extraar- 


cinare, this makes for a had combination for 
opponents of Kazutja. When you see Kaz ja 
erouch and then pap up quick, make sure YOU 
Black high. IF yau dont, yau are sure to get 
Srmacked and then juggled. IF you want to get 
triekty. gan can tij to pop Kazumja in Hie face 
with a fast Fant Kick right as Gau think he is 
gonna ge for the Stun, Hut this tactic Is a Int 
harder and often causes more bad than good. 


| 


In arder to consistently beat Kazuwya, you need 
to he fast, and know what he ís capable of. If 
you play with a character like Jack-e@ or Kuma. 


Gou might have some problems defeating 


Kazuya because of the speed difference. The 
best thing to do with slow characters is learm 
their fastest moves. and use them. Dont go 
far the crazij smashes and slow recovery 
[MDVeS Or GOL will find Yourself in the air getting 


\juggled for deus. With the characters located in 


the top 10, you should have no trouble giving a 
decent Kazutja player a good fight. 


Basically Devil and Angel are simply Kazuya from Tekken 
1, except they have lazers. For original Tekken 1 players, this 
makes for an easy character to learn, since you only need to 
learn 2 additional moves. Except for their costumes, Devil and. 
Angel are exactly the same. They have identical moves and 
throws. So, if you learn one, you can play the other. Devil 
and Angel have good speed and excellent juggle capabilities, 
but they lack variety. The drawback to fighting as Devil or 
Angel is that they get very predictable, which makes it hard 
for anyone to win. To win with Devil or Angel, you are going 
to have to be fast, inventive, and have your juggle combos down. B 


DION Le 


10, 10, 20 


‘This is the exact same 10-String that Kazuya had in the first Tekken. Its very quick to start and is also very useful. Use it when your opponent is in close and 
you need some breathing room. Also, you can use it when you have knocked your opponent into the air with a Wind Godfist. 


TE 
n’-n’ 


( original Tekken, this 10-String is easily blocked. 
(U |_ Most Tekken players know this 10-String, so it's 


ee wise to use the first few hits for juggling, 


= Having the same 10-String as Kazuya did in the 


The first combo is 
tricky for beginners 
because of the double 
scts of 1-2 punches. 
Walk in after the first 
set strikes, so you are 
assured the second set 
strikes. For the second 
combo, walk forward 
a bit after the Wind 
Godfist connects. 
Then, the rest is easy. 
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When you hit your 
opponent with the 
Lazer up close, throw 
out a standing left 
punch to pop them into 
the air. Once they are 
aloft, take the to school 
with the Backfist 
Combo. Remember, if 
you are far away when 
the lazer hits, use the 
jump kick instead of the 
combo. 


EN 


il 
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Here are three very sim- 
ple combos that are low 
hitting, good damaging. 
Attemptthem when _” 
only in close so you are 
assured full connection. 
The combo that starts 
with the Wind Godfist 
is one of the easiest for 
Devil/ Angel so use it 
often. 


SDEVIL/ANGEL 


For the surprise attack, use the Lazer when 
ahnut 4 character lengths awaÛ Once the 
Lazer connects Yau can mum up and hit with a 
jump kick. If you are in dose and score with a 
lazer hit, wait for a second, then hit with a 
Standing left punch. This will pap jour OOP 
nent into the air and give Yau an opportunity 
to finish with a Rushing Pumch ar Backfist 
Combo. You can also use the Air Lazer when 
you are about 3-4 character lentgjths awel) 
The only drawback is that Your opponent can 
rum underneath the lazer and throw gou Fam 
betind once ou land. 


When fighting as HeviVAngel, yon alwatjs want to be ready 
to strike with a juggle starter. DeviVAngel have two great 
ones as well as a few more decent ones. The main two You 
should be aware of are: Wind Gadfist and the Double 
Uppercuts. Of the two, the Wind Godfist is definitely the 
mast useful. IE can strike with blinding speed and is hard to 
defend against if used correctly, Mamy tires its wise to just 
pap aut with a Wind Godfist. Your opponent will see You 
crouch dawn and this dares them to attack. Your Gadfist will 
pap therm up and leave therm open for a huge daraging jLIG- 
gle combo. After your onpanent is in the air, hit with a stand- 
ing left punch. Then as your opponent falls again, 
immedfiateltj go into the Backhand Cambo. This hits 5 times 
and takes off 70+ points of darnage. 


When gaur opponent is getting up off the ground, its sarne- 
trmes wise to attempt a lazer. Most often your opponent will 
stand right up into it. Then you can use the juggle that 
starts with the lazer as usual. Make sure you use the lazer 
as Your opponent is getting up. If you chose to use it, make 
SUE WU are about 3 character lengths awal) SO our oppo- 
nent wort be able to counter. 


When ín clase, use a few Font Kicks followed immediately 
with the Double Uopercuts. IF yaur onponent blocks the 
Double Uppercuts, use a standing left punch, then go into 
the Double Wppercuts again. Most often this catches Your 
opponent when they try to attack in between. If you are 
fast enough, Yau will pap them into the air and have a great 
fuggle oppor tunitt. The best thing to do here is go for the 
Backfist Combo. It takes off decent damage and WOUr OOPD- 
nent lands await) So You can run Up and jump kick if you 
desire. en 


Once you get your Keep Out Tactics down against Devi/Angel, find a pattern of punches and kicks that works for 
you. When you have that working, leam to identiftyj tires when you can pop in for the throw. Most often WOU Car 
throw after the standing jabs. Hut wise opponents will catch on quick. Vary up your throw attempts and Wyot should 


have no problem whigping u» on Your opponents. 


When fighting against HevillAngel, yau must be aware of 
their twa main juggle cornbos starters. The first Is the 
Double Wprpercuts. This starts off with a left uppercut then a 
right vppercut. If the second hit connects, you will be 
popped into the air and left open for a juggle. Most of the 
time, the Double Uppercuts are mixed into DevilAngels Keep 
Out Tactics. So if your opponent is throwing a lot of Front 
Kicks, be ready to counter the Double Wppercuts. Thet) USL- 
ally follow Front Kicks. The second main juggle starter is the 
infarnaus Wind Godfist. This move ís à lot quicker than the 
Double Wppercuts, and leads to higher damaging combos. 
Use à Int af Front Kicks to keen Devi/Angel back. This will 
stop them from getting ani moves off that start with the 
crotiching Iunge. nn 


| Another thing you need to look out for is the Lazers. Mant) 
times a HeviVAngel player will use the Lazer as YOU are get 
ting up or when you are close. You can tell when DevilAngel 
is about to use the lazer because he/she leans hack to 
charge. Whien gan see this lean, you have a few choices. If 
you are dose, you can crotich underneath the lazer Hen run 
in and throw, ar try to juggle before the lazer comes out. If 
your opponent tries the jumping lazer your best bet is to run 
underneatt Devi/Angel. ard throw when they reach the 
ground. If gou are further than 3-4 character lengths wal) 
amd your opponent tries the air lazer, you need to jump back 
LO safety The trick is that you need to wait until the lazer is 
just about ta hit your feet hefore YOU JUT. 


Ï 

| For good Keen Out Tactics, you should be 

|L constantiy throwing Front Kicks and standing 

| left punches. When your opponent tries 0 

| lunge in, use a crouching left punch to keep 

Ltherm back. After the left punch connects, go 

| into a uppercut or a throw, depending on How | 

| far you pushed therm back. If your character | 

| has a decent Hop Kick, use that instead of 
the throw for a Juggle opportunittyj. Another 

way to use the Hop Kick is to first throw Out 

two standing left punches. Then as 

| Devi/Angels hand retracts, immediately go 

| into the Hop Kick. This often catches oppo- 

\ ents off guard so trt/ it often against new 

| players. For skilled plawyers. the best way to 

Leatch an opponent with the Hop Kick ís ta 

krack therm over, then as they stand up, gqO 

for the Hop Kick. Mamy tirnes players crouci 

| block as soon as they get Wp off the ground. 
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G ALL SUB-BOSSES 
When you first buy Tekken 2, 
vou only get 10 basic charac- 
zers. In order to play as each 
character’s sub-bass, you 
must beat the game, using 
the character of your choice. 
When you finish the game 
with ane of the 10 basic char- 
acters, you will be rewarded. 
with hisher sub-hass charac- 
ter. Turn “quick select” an in 
the options menu so you can 
see all of the hidden charac- 
ters you have accumulated. 


To play as Kazuya, the second 
sub-boss, you must first get 
all the main sub-basses, then 
beat the game with a sub- 
boss. Yau can continue with 
any character as lang as you 
finish the game with a sub- 
boss character. Ta play as the 
purple-suit Kazuya character, 
highlight Kazuya and select 
him with the Start button. 
Now, when you fight, you'll be 
wearing a purple felt business 
suit. “We guarantee Ï 
ING DEVIL/ANGEL 

To play as the final boss 
Hevil/Angel, you must first 

_ have Kazuya. Once you have 

|. Kazuya, beat the game with 
him: Yau dan'tevenhaveto 5 
start with him. To use Devil == 
(the purple meanie]) highlight — 
Devil an the character select Î 
screen and press either of 
the punch buttons, To use 
Angel (the heavenly beauty], 
highlight Devil on the charac- 
ter select screen and press 
either of the kick buttons. 


TING ROGER 

To get Roger/Alex, you need 
—ta win the final round of 

your third match with 5 or 

less points of health remain- 

ing on your energy meter. 

Then, an your fourth match, 
= gou will fight against Roger. 

Defeat him and then beat 


will be able to select Roger 
with the punch buttons and 
Alex with the kick buttons. 


1 


Tekken 2 Characters, simply 
hold down select, then pick 


SE _gaur character. Once the 


screen changes to the Vs 
screen, you can safely release 
the select button. You can 
alsa use this code in-hetween 
regular Arcade matches and 

Vs Matches. If you perform 
the code correctly, yau will 
see the add new shape of E 
vaur character and hear their 
new high-pitched sounds. 


Use the Big Head code. 

When a match is over, after 
playing as a big headed E 
Tekken 2 character, select 


> the same character with the 


same clothes — using the 
Big Head code. Now, your 
character will be extra 
super-deformed and make 
even higher pitched sounds. 
This can sometimes lead to 
hilarious battles, as your 
character will tower over a 
narmalsized character. 


The Super luggle Cade is 
always performed in a 
“reverse” manner. If you 
want to be able to juggle 

the player 2 side character, 
you must use the code on 
controller 2. Example — In 
Arcade mode, have player 2 
hald select and pick their _— 
character. Wait until the Vs — 
screen appears, then press 
up an their controller. This 
will make player 2 baunce 
extra high when juggled. 


Far the awesome Wireframe 
mode, hold down L1+LÈ before 
you select your character in 
Arcade made. Then, select 
your character, and release 
LI+LE during the Vs screen. 

Far reverse Wireframe mode, … 
enter Practice made with con- 
trailer 2, hold dawn LI+L2 an 
cantroiler , then select your — 
character with controller 2. 
Release LI;12 during the Vs — 
Screen. Naw, you are Ioaking 
head-on at your character!  — 


When you beat an oppanent, 
wau can rub it in buy using var 

î ous different winning poses. 

E Mast characters onlij have 2 
ed 

{ After you win, before the 
“feharacter name) WINS” sl 
announcement screen appears, 
press and hold any of your 

Carrack buttons. Depending on 
zich button yau hold,jau will 
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TEKKEN : THE OFFICIAL STRATEGY GI CUIDE OFFERS 


EVERYTHING YOU NEED TO KNOW TO BECOME A TEKKEN 
SUPER POWER. INSIDE, a 500 HIGH 
DEFINITION SCREENSHOTS, ARIS, 
COMBOS, EXPERT STRATEGY AND TACTICS FOR EAGH 
CHARACTER … OH, YEAH, WEVE GOT ALL THE CODES TOO! 
WRITTEN BY TWO OF THE WORLD'S bent TEKKEN 
PLAYERS, ITS THE 0 CO TEKKEN 
STRATEGY. GUIDE. DESTROY YOUR en 
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